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Why is Duke Nukem 3D the best? 


Even running in super crisp 800x600 SVGA it blasts 
along faster than every other comparable 30 PC title. It’s 
not pure speed at the expense of versatility either - it is 
possible to look up, down, or sideways at any time, with 
the bitmapped scenery undergoing minimal deformation 
and no speed loss whatsoever. The engine also caters 
for full interaction, so bullets leave pock marks on walls, 
enemy's blood drips down crates and earthquakes cause 
huge sections to shift altogether, thereby granting 
access to new locations. It all contributes to the feeling 
of being encased within a grim world as opposed to 
wandering through impregnable, static corridors. The 
effect is hugely rewarding and is surely the direction in 
which such games should be heading. 


This potential has luckily been exploited too. So often 
games fail to capitalize on excellent technologies but 
each of Duke Nukem's levels are noticeably different, 
being packed with huge ramps, drops, lifts, jumps and 
cunningly hidden secret areas. None look the same 
(indeed there is often a significant variation within a 
single building] and there is always a feeling that there is 
a new trick round the next corner. — Edge Magazine 
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Caf) 1.800.245.7744 to 0 |;der, or for m%re information 

Star Control Novel and Strategy Guide available from Prima Publisliing 
For Star ContreJ 3 Hints and Tips call 1.900. 454. HINT 
$0.99/minute-ifyou are under 18, please get your parents permission 
before making this sail. Hints and Tips available starting 11/96 


ontrol 3 Is a trademark of^ccolade, Inc. ®1996 Accolade, Inc. All rights reserved. Created by Legend 
i Entertainment and based upon characters created and used under license from Paul Reiche l|l and Fred Ford 


"...One of tjie more exciting 
releases of 1996" 

PC Gamer 


"...One 
of the 

most widely 

anticipated 

games" 

Strategy Plus 


"...That rare 
sequel that 
offers 

considerably 

more than 

• 

the original" 

Computer 
Gaming World 
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Control ! 




The fabric of the universe 


is crumbiing and it's up to 


to find the answer 


somewhere in the 




unexplored reaches of a, 

of i® 

'"Oden, o ^®0'< 

space. Your quest will ° ""o fin/eV®"®' 


with the universe's 


oldest and 


deadliest mystery, po* 


■ Pilot 24 different alien starships, 
with 48 unique weapons 

■ Manage the resources of over 30 
colonies and 24 races 

■ Discover more than 40 ancient artifacts 
from an advanced technology 
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INTRODUCING THE ULTIMATE, 
NO COMPROMISE, GAMER PC. 

At NEC, our gaming PCs have just taken on a 
whole new dimension. The third, to be exact. 
With two dedicated 3-D graphic accelerators, 
the NEC PowerPItiyer’ 


Dimond Monster 3-D 
andAHS-DDage 
grai^lc accelerators 


NEC MultiSpirr^ 6x4 
CD-NOM changer 


sucks you night into 
the action. 

And don't worry, 
you'li be armed with 
everything a serious gamer could ask for. 
A 2D0 MHz Pentium " processor, 6 MB of video 
memory, and a 60-watt Advent surround 
sound system with subwoofer. We've also 
thrown in a Gravis gamepad, Thrustmaster 
joystick, and Logitech 3-button Mouseman® 
mouse. As well as a bunch of today's hottest 
games, all reconfigured to take advantage of 
our unique 3-D technology. You can even head out 
into cyberspace and play In real 
time against anyone else on 
the net. 

For more information, 
call 1-800-NEC-INFO, Or, 
for a slightly more conventional 
demonstration, visit your local retailer. 


SEE, HEAR AND FEEL THE DIFFERENCE.'" 
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60 Online Games: The Time Is Now 
U Online Gaming Resources 
75 Adventure/RPG Games 
81 Action Games 
88 Classics/Puzzles 
90 Sports Games 
93 Simulations 
96 Strategy/War Games 
106 Play-By-Email Games 
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W hether you’re just getting into oniine gaming or 
you want to improve your gaming experience, 
you'li need to know which modem to buy. CGW 
Technicai Editor Dave Salvator has been locked in his secret lab- 
oratory for a month and nearly blew a gasket (so you won’t have 
to) in a crazed search for game-friendly modems. 


veryone’s yapping about 
online multiplayer 
but does anyone know 
what they’re talking 
about? You’ve read the hype-now 
read the real deal. In this issue, 
CGl/1/ brings you everything you 
ever wanted to know about Internet 
gaming, genre by genre. 
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"WM, this surely won't help matters any. 




Finally, some PC roundball that lets you play just like in the gym. 
In other words, like a maniac. From the opening tip, NEa Full Court 



PRODUCT 


detail, 
oi' the 


Press’” rewards your desire to dominate the hardwood by any 
means available. And you'll have plenty oi means. 

Like high-resolution graphics that render slams (yours) in humiliating 
Or Player Intelligence based on real KBa coaching, so your superior knowledge 
game is iully engaged i'or maximum on-the-court mastery. 


With motion capture oi ITBa stars, you’ll virtually I'eel the rim as you levitate 




Wlcroiufi. CurpocatJon. Al I rights rasprvcd. Microsoft and Windows are registered trademarks and lull Court Press and Where do you njiit Co 
no Uidoy? are trademarks ol Microsoft Corporation. Ide «DA and liidividuiit IIBA teaifi Identifications used on this product are tradf'irarks 
cop/rlyhied designs, and other forms of Intel lectual property of flliA Properties, Inc., and the respective trams and may not be used in whole 
or In part, without written consent of NBA Properties, Inc. eiilBB NBAPropertles.liic. All rights reserved 


Microsoft 


Far the Student 
ai the Game: 

• More than 100 real 
NBA plays 

• Bousing caminentary 
by voicB of the Sanies' 
Mevin Calabra 

• Play a game, a 
season, go right 
to the playoffs, or 
just shoot around 


tournaments or events? Check out the NBa Full Court Press Web site at 
www.miorosof-t.oom/sports/slamdunk/. Then get ready to lose it. 


high over the arena. Play with up to i'our hoopsters on a PC using joysticks 
or gamepads. Or you can take on multiple players in a real time game via 

modem or network, 


Far the Prime 
Time Player: 

• Authentic game sounds 
in all 33 NBA arenas 

• Choose from 89 NBA, 

8 all-star, or up to 

4 custom teams 
you create yourself 

• More then 250 distinct 
motion-captured player 
movements 


thanks to multi- 
player technology. 
And installation? 
It's a layup with 
Liicrosoit® Windows® 95. 


Microsoft offers a lina of sports games for the terminally competitive. 





JUST THE FAQS 


J 


W hat’s on the business end of 
my laser this month? What’s 
going on on the CGW Web site? And 


now that I’ve read this issue three 
times and I’m bored with it, what 
are you guys gonna do next month? 


What's On 
The CD? 

start your 
modems! This 
month’s CD takes 
you to the exploding 
world of online gaming, where you can pick 
on someone your own size. The CGW CG- 
ROM has everything you’ll need to sign up 
and log onto Internet gaming. Play WarCraft 
and Terminal Velocity on Mpath’s gaming 
service, Mplayer, Or use the Mplayer enablers 
to play your registered versions of 
MechWarrior 2 and Command and Conquer. 
You say you wanna “Rip 'em a new one"? 

The Total Entertainment Network’s (TEN) mul- 
tiplayer Duke Nukem 3D is hot! If rocket 
launchers just ain’t big enough, saddle up 
and strap in to Kesmai’s Bahle Tech Solaris 
and Interactive Broadcasting’s Iron Wolves; 
both of which were created exclusively for 
online gaming. Or if you have a taste for 
adventure, visit the fantasy role-playing 
Kingdom of Drakkar on MPG Net. 

Once you’ve tuned in, signed up and 
logged on, check out CGH^’s Gamers’ Guide 
To The Internet for easy access to game com- 
panies’ home pages, press releases, and 
product patches. Just start your Internet 


browser and access our HTML-coded URLs 
(D;\TXT\INDEX.HTM). All you need are a valid 
credit card and an Internet account, and 
you're ready to rock, 

Don’t worry, we didn’t leave out the game 


demos. Experience the early battles of World 
War II up close and personal in Microsoft’s 
Close Combat. Try out Accolade’s great-look- 
ing planetary conquest game Deadlock. Travel 
through time to set things right in Activision’s 
Time Commando. Or, if a day on the green 
sounds leisurely and inviting, you haven’t 
tried Virgin Interactive’s Caddy Hack. Well, 
now’s your chance.,., 

How Do I Use It? 

Our CD is a Windows program. If you have 
Windows 95, installation is simple: The CD is 
Autoplay enabled-just !ock-n-load. Otherwise, 
from Windows 3,x, pop the CD into your 
drive, select Run from the Program Manager 
menu, and type “D:\RUN-ME’’ (where D is the 
letter of your CD-ROM drive) to run it straight 
from the CD. Then type “D:\INSTALL" to cre- 
ate a CGH/ program group on your Windows 
desktop. If you have installed previous ver- 
sions of the CG-ROM, this disc will use the 
program group already on your desktop. 

Point and click to navigate around the CD just 
as you would any other Windows program. 
You can access any of the regular items 
(such as product demos or patches) simply 
by clicking on the corresponding button. 

How Do I Play The 
Demos? 

To view the demos, first click on 
Editors’ Hot Picks or Product 
Demos. Next, click on your favorite 
genre: Action, Adventure, Classic, 
Strategy or Wargames. Then click on 
your title of interest. Each demo has 
its own instructions for installation. 

How Do I Get The 
Patch Files? 

Click on Patches under the CGW 
Features, and then read the text win- 
dow, which has instructions on copying the 
files to your hard drive. You can also access 
the patches from a DOS prompt by typing 
‘'D:\PATCHES’’ (where D; is the letter of your 
CD-ROM drive) and copying them directly 
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An accurate, riveting first-person 
simulation of the Civil War battle between the 
Monitor and the Merrimack, America’s first 
clash of Ironclad warships. 

You’re captain of the Mcri imack. the Confederacy's 
gamble on future technology; a seemingly indestaiciibie 
ironclad warship. Union gunfire bounces 
hamilessly off your metal sides. You’ve rammed and 
sunk the wooden warship Cumberland; the Congress 
is scorching the late afternoon sky. The waters of 
Hampton Roads are littered with bodies and debris. 
You're bearing down on the ailing Minnesota for 
your third kill of the day. 

Hidden in the shadows of the foundering Minnesota 
is the Union’s version of an ironclad, the Monitor. 
Smaller and more maneuverable, but with less 
gunpower, your nemesis awaits. Your epic appointment 
with destiny is about to begin. The greatest naval battle of the Civil 
War; the world's first clash of two IRONCLADS. 


These exciting features pul you right in the middle of the action! 


romIW 


• Historical detail enriched by 
actual logs, notes and letters 

• Battle scenes recreated from 
hisioricall)' accurate maps and charts 

• Multiple modes of play 


• I-'ull 3-0 reconstruction of both 
ships based on original blueprints 

• Live actors in accurate period 
costume 

• Simple, uncomplicated interface 


GROLIER INTERACTIVE INC. 

Gtolier Interactive Inc. Danbury, CT 06816 
(203) 797-3530. Internet; ht^y/www.grolier.com 
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Outstanding: 

The rare game 
that gets it all 
right, The graph- 
ics, sourrd, and 
gameplay come 
together to form a 
Transcendent 
Gaming 

Experience. Our 
strongest buying 
recommendation, 


from there to your hard drive. We 
strongly recommend that you back 
up any previously saved games 
before installing a patch, as this may 
overwrite your existing program. 

How Do I Get The 
CG-ROM? 

Newsstand issues come in two 
flavors: with and without the CD. 
Each type is clearly marked. If you 
can’t find the version you want in 
the store you frequent, encourage 
your retailer to carry it (or subscribe 
to ensure that you get a CD every 
month). To subscribe, simply call 
(303) 665-8930, and specify that 
you want the CD-ROM version. 

How Do We Classify 
Games? 

Action/Arcade (AC); The 
emphasis is on hand-eye coordina- 
tion and reflexes, usually emphasiz- 
ing fast play over story or strategy. 

Adventure (AD): Games where- 
in you control an alter ego and 
move through a storyline or 
sequence of events, where puzzle- 
solving fakes precedence over con- 
versation and combat. 


Ciassics/Puzzles (CP): 

Classics are old stand-bys and par- 
lor games that appeal to many dif- 
ferent types of gamer. Examples 
include: backgammon, bridge, 
chess. Monopoly, parchesi, Risk, 
and Solitaire. Puzzle games are 
computer games which emphasize 
spatial relationships, word games 
and/or problem-solving without 
requiring gamers to follow a story- 
line. Examples would be: Shanghai, 
Tetris and Zig-Zag. 

Role-Playing (RP); RPGs are a 
subset of adventure games, but 
stress character development, often 
through improving stats or other 
attributes. Conversations with non- 
player characters (NPCs) and tacti- 
cal combat are generally more 
important than in Adventure games. 
Finally, the game world tends to be 
large, and the plot less linear, often 
with some quests/treks outside the 
main storyline. 

Simulations (SI): Highly real- 
istic games from a first-person 
perspective: you may drive a real- 
istically simulated race car, fly a 
military aircraft with a meticulous 
physics model, or swoop through 


HOW DO WE RATE?^ 



Very Good: A 

high-quality game 
that succeeds in 
many areas. May 
have minor prob- 
lems, but is still 
worth your money, 
especially if ■ 
you’re interested 
in the subject 
matter or genre. 


Average: A 

mixed bag. Can 
be a game that 
reaches for the 
stars, but falls 
short in several 
ways. Can also be 
a game that does 
what it does well, 
but lacks flair or 
originality. 



Weak: A game 
with serious prob- 
lems. Usually 
buggy, seriously 
lacking in play 
value, or just a 
poorly-conceived 
game design- 
you should think 
long and hard 
before buying It. 



Abysmal: The 

rare game that 
gets it all wrong. 
This is reserved 
for those products 
so buggy, ill-con- 
ceived or value- 
less that you won- 
der why they were 
ever released in 
the first place. 


a detailed sci-fi environment. 
Usually polygon-tilled technology 
is used to build the simulated 
world on the fly. 

Sports (SP): The sports game 
category is a broad genre which 
includes action (NBA Live) and 
strategy games (Front Rage Sports 
Football Pro) based on sports. 

Strategy (ST); Problem-solving, 
short- and long-range planning are 
the keys here. These games almost 
always emphasize resource and risk 
management. This genre includes 
conflict-based sci-fi and fantasy 
games (X-COM, Outpost, MOO), as 
well as “pure" strategy games and 
"software toys” such as SimCity. 

Wargames (WG): A subset of 
strategy games, these recreate his- 
torical conflicts from a command 
perspective. They may be tactical, 
operational, or strategic, and stress 
anything from logistics and fire- 
power to morale and leadership. 
They may be simple (Panzer 
General, Empire II) to incredibly 
detailed and complex (Pacific War). 

What Is Your 
Reviews Policy? 

1) We only review from the final 
copy of the game. Though it has 
become popular among PC gam- 
ing magazines to review from late 
beta copies, we feel that the reader 
is best served by having the 
reviewer look at the same copy of 
a game that the readers will find 
on the shelves. While we recognize 
that this causes some delay in cov- 
erage, we believe the reader is bel- 
ief served by such caution. 

2) We expect our reviewers to 
finish the game. We want our read- 
ers to be assured that we do not 
review based on immediate or early 
impressions of a game. Our review- 
ers give a game ample opportunity 
to show its quality. In some cases, 
bugs make it impossible to finish a 
game, but we identify situations 
where that has occurred. 

3) We make every effort to match 



BUNGlE iniroduces Marathon 2: Durandal, the highly addictive game for Windows 95 that gives you a 
variety of ways' kill back-stabbing co-workers and shallow friends. Wielding a tasty arsenal of weapons, you’ll 
enjoy 27 cooperative levels of Marathon plus 13 levels designed just for network carnage, such as Kill The Man 
With The Ball and King Of The Hill. WIRED MAGAZINE says; "Marathon comes on like a relentless fuel- 
injected nightmare." When you find yourself sitting in a puddle of your own bodily fluids unable to move or 

speak, you'll probably agree. Marathon 2; Durandal. How Will It Ruin Your Life?' 
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the reviewer to the game. We take 
into consideration the preterences, 
background and possible biases of 
the reviewer and, where possible, we 
find people with actual life experi- 
ence or special backgrounds that 
match a game. We believe this poli- 
cy enhances both the credibility of 
the review and the enjoyment of 
gameplay when the real world and 
the game world are competently 
compared. 

4) We do not accept free travel 
from software or hardware compa- 
nies. We believe such gifts have a 
tacit assumption of coverage 
attached to them. We will only 
cover such events/launches as we 
believe wilt benefit our readers. 


A 



keyword: CGW 
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http://www.zdnet.com/gaming 


What's Up Online? 

CGW Strategy Editor Elliott Chin 
battles his way through the first 
three scenarios of the WarCraft II 
Expansion disk from the human per- 
spective. Detailed walk-throughs 
and play tips will have you well on 
your way to victory. Pius, download 
our custom scenarios and see if 
you can deal with an Ore invasion. 

Johnny Wilson wraps up his 
LucasArts Series in his AOL col- 
umn, “The Insider," offering his per- 
spective on the company’s history, 
and predictions of what’s to come. 
Next, he’ll dive Into Kesmai's online 


submarine sim. Harpoon Online, 
and begin his hunt for Red October 
while traversing the deep sea of 
online gaming sims. When he sur- 
faces, he'll weild a mighty sword in 
his quest for adventure. Join us as 
he previews Daggerfall, Bethesda’s 
much-anticipated title in the Elder 
Scrolls series. 



woirii' 


GAMES OF ALL TIME 


Coming Next Month 

CGW celebrates 15 years of 
unparalleled computer game cover- 
age. Well have something for every 
gamer in this issue; 

Highlights ol the last 15 years of 
computer gaming. 

The 150 best and 50 worst 
games of all time. 



Fifteen lists of: 


• The funniest games 

• The best game heroes 

• The nastiest villains 

• The most innovative games 

• The games with Ihe dumb- 
est back-slories 

And 10 more lists that the pub- 
lisher doesn't want you to know, 
yet. Check out the CD next month 
lor the tep 15 games our readers 
would most want to see. 

Also next month, former OMNI 
Edilor-in-Chief and gaming veteran 
Keith Ferrell will launch into the 
future to predict what the next 15 
years in computer gaming might 
bring to a PC near you. 

As always, CGW promises an 
issue packed with reviews, previews, 
and strategies to help you stay on 
top of your game. We’ll have a full 
review of The Elder Scrolls: 
Daggerfall, Bethesda’s sequel to 
The Eloer Scrolis: Arena. For all 
you racing sim fans, CGW contribu- 
tor Gordon Goble will jump behind 
the wheel ol NASCAR 2, by Sierra 
Online, to burn a few laps. All you 
wannabe pilots eager to master a 
real flight simulator’s control panel, 
be sure to read Robin Kim’s strate- 
gy guide lor Back to Baghdad, so 
you loo, can find your way home. 


► WHO'S RESPONSIBLE HERE?^ Disclosure 

— As a matter of record. 


Here’s how the breakdown of command works at CGW. ggw voluntarily main- 


■ name 

TITLE 

JOB DESCRIPTION 

DIRTY SECRET | 

tains a list of companies 

Johnny L. Wilson 

Editor in Chief 

Grand omnipotent stomper 

Wino 

in which SoftBank, the 

Ken Brown 

Managing Editor 

Scheduling, scheming, copyediling 

Whiner 

parent company of Ziff- 

Denny Atkin 

Features Editor 

Features, flight/space sims 

Guccione refugee, Amiga apologist 

Davis Publishing Co., 

Terry Coteman 

Reviews Editor 

Classics, puzzles, devil’s advocate 

Has "Martyr Man" cape 

has an interest. If is avail- 

Dave Salvator 

Technical Editor 

Hardware, technology (duh) 

Francophile 

able online at 

Jill Anderson 

News Editor/CG-ROM 

News, disc -0 queen 

-CENSORED- 

http://www,zdnet.com/ 

Jeff Green 

Associate Editor 

Sports and adventure/RPG 

Mac apologist 

gaming/disclaim. html 

Kate Kedstrom 

Online Editor 

AOL, Web content and design 

Porn historian 

and is updated when we 

Elliott Chin 

Assistant Editor 

Action/strategy games 

Sega apologist 

become aware of such 

Charlotte Panther 

Editorial Assistant 

She who must be obeyed 

Anglophile 

investments. % 




TAKE ON THE ROLE OF TROOP TACTICIAN AND SHREWD ENTREPRENEUR AS YOU 
LEAD A PROFIT-HUNGRY BAND OF HIGHLY-TRAINED MERCENARIES ON A ^ 


SERIES OF GUT-WRENCHING MISSIONS. SUCCESS WON’T BE 


EASY BECAUSE IN WAGES OP WAR, YOU CAN KICK 


ASS ON THE BATTLEFIELD BUT IF YOU 


DON’T TURN A PROFIT. YOU'RE 


OUT OF BUSiNESSi 


Powerful “Assault Ware” Al - the best 
turn-based combat system yet developed 
Super-realistic troop movement 
Hours of endless gameplay 


• Over 50 unique mercenaries 

• Over 40 deadly weapons 

• Tons of accurately researched equipment 


For more Information, 
call 1-800-251-9563 
(818-734-9563 outside the U.S.) 


THI^JSIIVKSS^OFnSATTLK 


• High stakes business simulation 

• Superb SVGA color Reader Service ffisr 


titw wmm iimpuim 


New World Compuling, Itie New World Conipulltig Logo and Wages of Wararelradoitiar^nd/o^^ trademarks of TTie 3D0 Company. © 1996 T!te 3D0 Company. All Rights Reserved. 






Studio 3D0 has surgically fused the human trigger finger to the 
human brain. The result? 5/or Fighter"- on explosive hard-core 
shooter that demonds strategic thinking for success. Immerse 
yourself in o vast 3D world. Soor. Explore. Scorch thousands of 
enemy targets. Fly anywhere. Fly upside down. Leave the airspace 


for outer space. You've got new places to see, new places to incinerate. 
But don't bosk in the nuclear afterglow just yet. Because if you don't use 
your head, the inventive aliens will. Usually as o souvenir ash-tray. 
Sometimes as o hand puppet. See your favorite retailer or to order direct, 
dial 1-800-336-3506, or give us a shot on the Web: www.3do.com 



Babbagess:^^ 


“Stellar!” 

— Next Generation, March 1996 
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JOHNNY WILSON 



The Emperors 
New Code ^ k 
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Hope And Hype On 

he danger in 
magazine jour- 
nalism is that it’s 
easy to become 
obsessed with 
the hype that 
potentially sells 
magazines and 
drives advertising pages instead of 
remaining focused on the needs of 
your readers. In the world of com- 
puter journalism, this is particu- 
larly difficult. Journalists who fail 
to perceive the magic in the latest 
round of technological "advance- 
ments" are quickly labeled 
Luddites and has-beens. In a busi- 
ness where the product cycle 
keeps getting shorter and shorter, 
it’s dangerous to ask philosophical 
questions like “Why?” and prag- 
matic questions like “What is it 
good for?” 

Take CD-ROM. for instance. I 
was an early advocate of the med- 
ium. After watching game boxes 
swell and 3.5-inch floppy disks pro- 
liferate in those same boxes even 
after their data was compressed to 
the max, I championed this stor- 
age medium ont he basis that it 
would: save publishers money 
(sometimes several dollars per 
package in cost of goods, permit 
longer and better soundtracks, 
reduce software piracy, provide 
space for increased use of video, 
ease installation, reduce the size of 
software packages to save both 
natural resources and shelf space, 
and, hopefully, provide savings for 
consumers in the long run. So 


The Internet 

much lor prophecy. If customers 
have saved money, it’s only in that 
prices have not increased at the 
rate of inflation. CD-ROMs haven't 
reduced box sizes or increased the 
amount of available shelf space. 
Publishers have spent any savings 
they might have gained on cost of 
goods with increased budgets and 
new technology that is now threat- 
ening the previous reductions in 
software piracy. 

We could establish similar report 
cards for our hopes in construction 
kits (the availability of editors has 
not really facilitated the onset of 
incredible creativity among gamers 
with its corollary free exchange of 
new games and scenarios over the 
Internet), connectivity (see Martin 
Cirulis’s "What’s The Deai?" in this 
issue), or Windows 95 (why doesn’t 
Direct Play support play by null 
modem? why do you need the con- 
figuration trick covered in Loyd 
Case’s column?). They were all sup- 
posed to make things better for us. 

If we were feviewing these trends 
and technologies on the CGW 
scale, we’d have to give them three 
stars. They may have reached high, 
but they didn’t reach their potential. 

NET RESULTS 

With regard to gaming on the 
Internet, let me simply say that the 
emperor has new code. Can’t you 
see it? Internet gaming will create 
global community. Don’t pay any 
attention to the little boy in the 
crowd asking how wasting each 
other in deathmatches is going to 


gaming experi- 
ence isn’t 
good, Internet 
gaming could 
die out faster 
than the Hula 
Hoop, yy 

lead to global understanding. Don’t 
pay any attention to the little girl 
who’s saying that building commu- 
nity requires communication and 
interaction that’s more complex 
than running, spinning, ducking 
and pulling a trigger. Yet, with lan- 
guage barriers, limits to sound over 
data technology, bandwidth issues 
and lowest-common-denominator 
design, what can we expect. 

The emperor’s new code flour- 
ishes a wonderful promise of new 
gamers. Notice the color depth, 
the wide palette of choices. Ignore 
the rabble who keep muttering 


something about “multimedia." 

Yes, I know multimedia was sup- 
posed to bring in entire new waves 
of gamers, but it bogged down in 
software that was as interesting as 
playing SimCessPool or El-Dust 
Bunny. We called it "multime- 
diocre" and “inierinactive" soft- 
ware. because it didn’t really do 
anything. So do you think the poor 
suckers who purchase or “rent to 
buy” those $500 Internet boxes or 
those televisions with built-in Web 
browsers are going to be any hap- 
pier with the first-generation 
games that their substandard 
processors are going to allow them 
to play? They might be able to play 
Concentration and Tic Tac Toe with 
their fellow subscribers to cable 
television or telephone-based 
Internet providers. They migM, and 
this is by no means certain, be 
able to get a keyboard so that they 
could play some of the Play-By- 
Electronic-Mail games described in 
the latter part of this month’s fea- 
ture, but they’re certain not going 
to be able to play full 3D texture- 
mapped versions of NASCAR 
Racing II, any multiplayer equiva- 
lents to The Elder Scrolls; 
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Daggerfall that might become 
available, real-time Front Page 
Sports: Pro Football, or next 
year's successor to Quake. The 
new gamers are going to (eel 
robbed. 

Of course, my wise readers can 
smirk and claim that it doesn’t 
really matter to them. They can 
point to their hot rod machines and 
state-of-the-art connections to the 
Internet and say that it doesn’t 
affect them. The trouble is that it 
does. It will affect them because 
many big publishers and service 
providers are going to open up 
gaming services with flat-rate pric- 
ing. The game hogs, reduced from 
paying hundreds of dollars per 
month tor their virtual lives on tra- 
ditional online services, will sud- 
denly be able to stay online all the 
time lor under a hundred dollars 
per month, and possibly under fifty 
dollars. Their increased efficiency 
at the games will enable them to 
run rough-shod over new players 
and rule their favorite games with 
an iron fist. They’ll make life miser- 
able for new players, and they’ll 
clog up the pipe so that it’s hard to 
stay connected, much less get an 
efficient frame rate, If the gaming 
experience isn’t good, Internet 
gaming could die out faster than 
the Hula Hoop fad in the ’50s. 

My wise readers should also pay 
attention to the idea of the Internet 
as a publishing platform, It is 
becoming so, for better or worse, 
because of two factors: investment 
dollars and profit potential. Inves- 
tors and vulture capitalists alike 
want to reach those millions of 
potential customers who are not 
yet gamers. The Internet represents 
a new chance to reach them. Pub- 
lishers and new startups will focus 
disproportionate energy on Internet 
games compared to what they will 
spend on improving their core 
products. This means that my wise 
readers just might find themselves 
and their hot rod machines in the 


same computer morgue as the 
Apple II, the C-64, the TRS-80, the 
Atari ST. the Amiga, and probably, 
before you know it— the Macintosh. 
Just as the computers in this ’80s- 
era morgue were superceded by 
the IBM platform in spite of their 
superior sound, graphics, resolu- 
tion, 3D handling and speed, the 
bandwidth-challenged Internet just 
might take us all back to square 
one. 

What can you do to keep from 
being reduced to lowest-common- 
denominator games? First, do your 
research. Find out what games you 
like (or could potentially like with a 
few changes) and reward the 
providers of those games with your 
business. Then, start communicat- 
ing with the developers and the 
services, if applicable, that carry 
those games. Ask for changes to 
improve the games and become a 
missionary in recruiting new 
gamers into those games. Second, 
pay attention to the companies in 
your area that are investing in the 
Internet. If you have a progressive 
cable television company like TCI 
or Viacom, urge them not to make 
the same mistake they made with 
the Sega Channel. Write them 
about good online games and 
explain what interactivity is all 
about. Third, always register your 
packaged software and fill out the 
questionnaires-even if you’ve pur- 
chased software from that pub- 
lisher before. They may not send 
you anything in return, but they 
tabulate those questionnaires and 
heed those demographics as they 
plan for future products. This way, 
you force publishers to stay up to 
date with you. Finally, answer mag- 
azine and publisher surveys about 
computer games. Honest answers 
may pave the way for product deci- 
sions you'll appreciate. 

If you follow these steps, you 
could keep us all from being 
offended by the emperor’s new 
code. S 
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1996 Nova Log!' 



FRANKLY, IF YOU 
HAVE NEVER STUCK 
YOUR TONGUE IN 
A LIGHT SOCKET. YOU 
MAY NOT UNDERSTANO 


Introducing 3 new shockingly real combat 
simulation games from Nova Logic. 


Realistic Combat Action 


• F22 Lighting II features outrageous new 
3-D polygon rendering technology 



• Comanche 3 & Armored Fist 2-M1A2 Abrams 
feature (patent pending) Voxel Space 2 3D terrain 
rendering technology 


• Multi-Player — from the people who perfected it 


NOVA 



LOGIC 


The Art of War 


www.novalogic.cotn 
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DESKTOP OF DOOM 

{ notice you reviewed our giinie, Indiana jONiiS 
AND l:l!S DliSKTOPADVENTliRiiiS, in your August '96 
issue: •' 

Thanks for spelling our names right. 

Ha!Ban\'ood 
LucasArf.s' Entertainmeiil Compain’ 



np-TOP 100 


Migli j3raise.s to your ncw’lbp 100 
lilting S)'stcm. I’ve been an avid 
reader of CG W for over a year now 
and I just have to say that I never 
realized that the old system could be 
influenced by some companies by 
just buying tons of your magazine 
and then turning in those poll eards. 

I just thought an idiot would do 
something like that but hey. when it 
comes to selling games and making 
money, so what if they’re called 
iclioLs, Anyway I’m glad you have this 
new system that you send jDoll cards 
to subscribers randomly. I’m a .sub- 
scriber and 1 promise you if 1 get one 
of those poll cards I will fill it faithful- 
ly and send it back. My game pur- 
chases are greatly influenced by 
lhe.se polls so I’ll be glad to give 
some back to those w'ho have 
given.' Ihank you for the Playing 
Uitcly? and the Top 100! 

More ixrwer in the years to come. 

I^mond L</g/nc/n 
Hniislon, 'FX 


ITiaiiks, l^mnond. Some of the 
nice folks at the companies singled 
out in the August editorial lia\’e asked 
me to clarify that these attempts took 
place early in the histoiy of the Top 
too poll and the actual guilty parties 
usuaify do not work at those compa- 
nies airymore, as witnessed b)’ the let- 
ter from A]}d)> Hollis printed after this 
response. Wb mentioned the actual 
companies as a’idence that tamper- 
ing u’a.s attempted and nut to “pun- 
ish'' said companies. We should also 
clarify that certain user groups or fans 
of particular games could feasibly 
“stuff the ballot box" under the old 
system, and the only u’rn' we could 
discover this uw through regular 
postmark checks. I'ortunately, that 
urn' then, this is now. 

Read your column on tlicTop 
100. Cot a good chuckle on the bit 
about MicroProse “cheating.’’ But 
hey, it wasn’t cheating. You wrote the 
Riles to a game and we just play'ed it 
a little better than other folks, 'lhat’s 
notcheating, is it?<g> 

And}’ Hollis 
Origin Systems 

Mr. Hollis designed F-15 SriilKl': 
Eagle III for MicroProse and most 
recent!)’ designed jANE’s Longbow^ 
for Origin Systems. 

PENTIUM ARCHITECTURE 
SPEED LIMITS 

I was buz.zing through your July 
1996 issue when I ran across an arti- 
cle by Denny Atkin on ]5agc 33. My 
eyes sorta’ vibrated a Isit when 1 read 
that, “Due to the limitations of the 
Pentium architecture (namely, that 
no Pentium chip talks to the moth- 
erboard any faster than 66 M Hz)....” 
VMioa! Now I’m not the sharpest 
tool in the shed, but what this 
means to me is that even if I did go 
out and hock a limb for a Pentium 
133 MMz'basecl system it still is 
going to perfomi at 66 MHz. Was 
this a misprint, or am I jasi not with 
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the program? Because if this is tnic, 
then why would I want to go out 
and give a few chromosomes for a 
Pentium 133 MHz-ba.sed syNem or 
above vv'hcn it’s only going to nin at 
66 MHz? 

f^f/ss McDow'ell 
Kaiserslautern, Cennam 
via the Internet 

Denny Atidn replies: No, it wcj.sn’f 
a misprint. Let me explain. Back in 
the he)’day of the i86 chip, Intel 
released a version that ran at 50 
Ml Iz. Although it was blazing fast, 

50 i\'Il k M86DXs)Vtems were often 
quirk)’, unreliable, and expenswe. 
Although Intel has brought processor 
technolo^’ to the point where it could 
run at 50 MHz, motherboard compo- 
nents such as RAlVl and suppoii 
chips were often unreliable at that 
high speed. Thus, Intel went with the 
clock-doubled DX2 s}slem, in w’hich 
the processor perfonns its inlewal 
calculations at double the speed of 
the motherboard components, nius, 
a 50 MHz 4S6DX2 system ran the 
motheiimard at 25MHz, while a 
66MHz 4S6DX2 used a 38-MI Iz 
motherboard. This allowed faster 
processors w’ithout stressing the rest of 
the system. 

Intel carried this design onto the 
second-generation Pentium chips, 
without making a big deal out of the 
clock-multipliers the)' used. All cur- 
rent Pentium designs nm the mother- 
board at 50, 60, or 66 MHz, hut the)’ 



'lb write a letter, send e-mail to: 
CompuServ’e: 76703,622 
Internet: 76703.622@com 


puserv'e.com . 
orwriteiisat: 

Computer Gaming World 
l.etter To llie Editor 
135 Main Street, 14th Floor 
San Francisco, 94105 



Cliecli out the demo and enter the Time Commando Sojeepatahes at http://moioi.activision.coio nr 
http://umim.nicafee.CDm/mforhDme/. Com available on li5-DD57indDms”35 CD-IIOIII and Sony PlayStation". 


AdiVisioN. 
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il Trailcnurit Ofikp. Presiriii Is a iraticmarkofCinnpiq Cnmpuler Corporalk 
Lu^i la a iradcinark oriniol C'orp(irati(»i. Other producli mentlimcd nmiie cra<L-- nonf jljfn 
■ - . • - . . . jv4||pblg over slandard phone lines. In no e * fa o n 


ACK Of Knuckles To Jaw. The Grotesque Ping Of Pipe 
Skull. The Revolting Slice Oe Sword Through Flesh. 


A.LL Delightfully Exp r esse 

The Compaq Presario 8000 Scries isn’t 
for everyone. It’s for that certain breed of multimedia 
enthusiast who likes a computer that, well, goes to 11. After 
all, the 8000 Scries is the most advanced multimedia 
home computer line ever made. 

For starters, it features JBL Pro Premium speakers 
for the same awesome dvnamics one enjoys from a home 
sound system. Rest assured, when combined with our 
Interwavc 32-Voice Wavetable Stmthesis for brilliant audio 
realism, it’ll definitely rock your world. An<l quite possibly, 
your neighbors,’ 

Another cool feature is a Talk & Send 33.6Kbps 
modem. Not onlv docs it give you the fastest Internet 
access' it lets you play games and talk with your oppo- 
nent at the same time. But perhaps most impressive of 
all, the Presario has PowerVR 3D Graphics and 6MB of 


By The Compaq Presario. 


graphics memory that bring true 3D arcade-quality images 
home for the first time ever. Translation: frightening real- 
ism and incredibly smooth aniination. 

The experience is further intensified by a range of 
cutting-edge power and performance features. There’s 
even an innovative gamepad that puts everything in the 
palms of your hands. The same ones that arc probably 
getting a little sweatv right now. For more information, 
visit us at www.compaq.com or call 1-800-34S-1S18. 



The Compaq Presario 8000 Series. Not for the faint of bean. 


COMPAQ 

Has It Changed Your Life Yet? 



process intenuil cominikilions at IS 
to > times that speed 'ihese chips are 
dramaticalk faster than their (>() and 
66 // h predecessors, but as the 
nniltiplios increase, the return for 
the speedup diminishes because the 
bus speed remains the same. I'or 
example, a 200-\ li Iz Pentium does 
do its inlenial calculations at double 
the speed of a IO()-(\ II Iz chip, but 
both chips communicate with mcm- 
oiy and peiipherals at a pokey 66 
\ II Iz. 'I hus, a 200-^ Ihz Pentium sys- 
tem doesn’t pnnide double the speed 
of a lOO-MI Iz chip, hut more like 1.6 
times. I'or the same reason, a 150- 
^ II Iz Pentium system is rarely much 
faster than a Bi-Mhzsystem, 
because the faster internal process- 
ing speed is offset by the J 50 A II Iz 
chip's slower motherboard speed (60 
Ml Iz.rs. 66 Ml Iz for the /55-A// Iz 
system). Another consideration is 
that the 66-\ II Iz .system bus desi'^ns 
run their PCI bus faster, so gamers 
should see heticrvideo performance 
with these .srstems. 

I he chart below breaks down the 
sjTceds of the vaiious Pentium systems. 


I low ciiii one of the gre;itest g;iine,s 
of nil liine,’riK [’ICI IlKK 
(piiilieiiliirlv theCDver- 
sion). not iinike tlie'lop 
One 1 limdred? I believe the 
Cn uj)d:ite (eoinpileil iind 
improved) was released in Ihe 
Iasi t\s o years so shouldn’t it be 
on there instead of, say, l^i’l’l:lt? 

Nick Sullwan 
via the Internet 

When a game is inducted into 
our I lall of home, it is automati- 
cally removed from the'liip . 

fOO. S/jja' 

retired to the I lall ofl'hme after two 
years at the top of our chart, it is no 
longer in the'l<>p 100. 'Ihe I lall of 
Fame reflects games older than 6ni 
years old and the 'Pop 100 deals with 
games released M'ithin the last two 
Years. 



NET GAIN 

Being on the net for just a few 
days. I went to your Web ])age 
beeause the latest issue of C'OW' 
had not y et arrived here 


I Pentium 

1 Processor Speed 

Motherboard Speed 

PCI Bus Speed 

Clock 1 
Multiplier 1 

; 60 MHz • 

60 MHz 

30 MHz 

lx 

„ 66 MHz : . 

66 MHz 

33 MHz 

lx 

® 75 MHz 

50 MHz 

25 MHz 

1,5x 

100 MHz 

66 MHz 

33 MHz 

1.5x 

120 MHz 

60 MHz 

30 MHz 

2x 

133 MHz 

66 MHz 

33 MHz 

2x 

150 MHz 

60 MHz 

30 MHz 

2.5X 

166 MHz 

66 MHz 

33 MHz 

2.5x 

200 MHz 

66 MHz 

33 MHz 

3x 


FIT TO BE TIED 

I reeently piekeil up a Computer 
( laming World beeause Ihere was 
an arliele about my old buddy Brian 
Reynolds’ defection from 
MieroProse. I’ve always read anolh- 
er magazine, bill I have to admit 
enjoying much of your mag. 
l lowever... the lists in Ihe back. 


(Philippines). 1 was looking forsvard 
to leasers that you would give me 
about your upcoming i.s.sue but 
instead I got more than what I 
thought you would w illing!) gi\ e 
free. CXJ\\'”s W'eb page gave me ihe 
latest issue, back Lssues and more 
thanwbat I would expect your mag- 
azine would dare to give away to 


nelsurfer.s. I 
can'l find Ihe logic fora eom- 
puler magazine, who.se business is 
.selling prinled commercial materi- 
al, to giveaway that much. 

Although, your Web page did have 
a few arlverlisemenls. how w ill that 
compensate from vour labor on 
boll) mediums? I guess I'll have to 
leave the math to you. But liianks 
for one of the bcsl sites on the Web! 

I larold'Pan Cng 
Via the Internet 

We're glad you like our Web edi- 
tion. Wt' don’t helicre that ihe online 
editions will ewr replace the prinled 
edition, but we think Ihe editorial we 
provide online and on ourCi. !-R( )iVI 
is vital to providing a complete editor- 
ial package for our readers. W'e are 
committed to finding ueic iiwys to 
provide extra infonnation for our 
readership and nut}' haw some more 
surprises foryou in the future. ^ 

For those who ha\'en't checked 
them out. our online edilimis (on 
AO/ Compusenv and the World 
W We Web) feature some material 
from the current issues, some web- 
e.xclusrw stories and downloads, 
some annotated hot links, a question 
of the month, and some archival 
material. 'I'he most acces.sed online 


•ersion can be tound at 
hltpd/wwiv.zdnel.com/gaming/. 

''or more infomialion. see each 
month's l‘'requenth’ Asked 
Questions column. 

ANOTHER READER 
WITH EXCELLENT TASTE 

would like to say that 
COMPiriKROAMINC 
World islheab.solule 
best computer gaming 
magazine there is! 1 am 
constantly rceieving 
offers to snb.scribe to 
otlier magazines, but 
after seeing w hat other maga- 
zines offer. 1 am suprcmelv glad lo 
gel back to the best! Ifvcry other 
magazine I've looked at in the area 
of electronic entertainment has 
been very flashy (aren’t they all!) 
but lacking in substance. Onlv 
COW has been able lo consistent- 
l\ rate and review all the latest 
games w ithout giving in to ea.sv 
parroling of game advertisements 
and only CC^W'' .seems lo actually 
care about its readers (who else 
lets ihe readers rale games?!) more 
than making the ca.sy buck. 

’ I hanks for a great magazine and 
PI .RASI'! keep tliem coming! 

Prandon I light 
via the Internet 

I his would be a good place for a 
lew superlatwes describing your oh'i- 
ous taste and superior intellect, but 
that goes without saying. % 


In the September issue we referred 
to Mpath’s online gaming service as 
Mpath. Siliv us. It’s actually called 
"Mplaycr’’; Mpath is the name of 
Ihe company. Wliatever. 
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. .'rvTHE-dViZARDRY 's%RiB HAS SOLD, MILLIONS OMajPKS /, 

. ':i '■ 

fe," ■ 'WDRf^WOf. iHiy/ALL, SlICT^H USHERS IN.;^fSJS; 
THE WlJaCn'S nmi'iifjZARDRY'&mURE. At 
< , Wizardry" is a name a' prooi^ earns, mp:N0i£i 

- '.r:; ,, HAS BEEN'reW^THROUGI^'HE WRINGER, 

' § 0 ^.. :'%V- 

' 0(/ER 3 gigab>tes.(5 CDs)>of intensVwrtual • ■ /■ 
‘ -WORLDS BRINS liEW'^EANlNGtlO T^^ 

'"EPiC story/' WiWTHE DELIBERATE ABSENC^^V ' V 
OF VhEO, WEAffS/5, COMBINES OVER 10,000, 

FRAMES OF ORIGlNAL- 'St)’ ART AND^5^ 

ANIMATIONS, WITH-B£A;^‘:TIME INTERACTION. 


This is an intense storV^^bout wrtual 

BEINGS WITH REAL LIVES AND REAL ENEMij^. 
THAT MAKE YOUR VISH REAL UNPLEASANT. 

Nemesis marks the beginningvof vet 

' 'Y, 

another Wizardry Legemd. 'A ‘} 


COMING SOON 

To order, visit your retailer, 
OR call: (800) 447^1230., 
Ask for operator 75. 


PO Box 245, Ogdensburg, NY 13669:0245 
Tel: (315) 393-6633 Fax: D15) 393-1525 
E-mail: 76711.33@COMPUSERVE.CqM 
Circie Reader Service #165 

WWW.SIR-TECH.COM i 

Wizardry is a registered trademark of Sir-tech Software Inc. 
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The Ego Leaves Id 

John Romero Reunites With Former Id-ling Tom Hall 
To Make 'Crossover' Action/RPG Games 



ohn Romero 
stunned the game 
industry in August 
by leaving id 
Software to start his 
own game compa- 
ny. Romero, sometimes called 
“the ego of id," helped found id 
in 1991 with John Carmack, 
Adrian Carmack (no relation) 
and Tom Hall. Hall and Romero 
have now reunited to work on 
"crossover" action/RPG games 
under a new company, tentative- 
ly entitled Dream Design. 

According to Romero, Dream 
Design will focus almost exclu- 
sively on the design aspects of 
game development, rather than 
advancing game engine tech- 
nology. Citing the difficulties 
involved with designing a game 
whose engine is incomplete, 
Romero says, “With a known 
technology, we can do whatever 
we want, and we can visualize 
what we want the design to be." 
The two are considering design- 
ing real-time strategy games like 
CorviMANO AND CONQUER, but their 
"dream design" is to incorpo- 
rate fantasy role-playing ele- 
ments into a 3D action-oriented 
environment. Romero says he 
intends to license the technolo- 
gy of an established 3D engine, 
most likely id’s Quake engine, 
which Romero estimates will 
cost about $500,000, Id's "Biz 
Guy" Jay Wilbur confirmed that 
that value is "close," and said 
that Romero no longer has any 
stake in id nor is eligible for any 
royalties. He quickly added, "We 
all wish him the best, he’s 
friends with everyone here, and 
we really support his efforts,.,." 


Romero expressed no con- 
cern about competing with his 
former company. He says, 
"There is plenty of room for 
QuAKE-type games. But what we 
want is to immerse the player by 
moving the genre further, or cre- 
ating a hybrid." 

Tom Hall most recently was 
the lead designer for 3D 


game in which 3D 
Realms/Apogee has invested 
considerable resources. Hall 
says he opted to resign 
bacause he didn’t have enough 
creative freedom on the project. 
His goal is to bring more char- 
acter personality and humor 
into the action genre. Says Hall, 
"I'm more interested in bringing 
characters and things together 


and watching them collide." 

Prey was slated for release 
by Christmas ‘97, but Apogee 
president Scott Miller says the 
game should ship in early ’98. 

Just days after Hall’s depar- 
ture and Romero’s announce- 
ment, four additional members 
of Apogee, two from the Prey 
design team, resigned to start 
their own company. Robert 
Atkins, Michael Hadwin, Mark 
Dochtermann and Jim Dose 
have formed a new company of 
their own. Hypnotic Interactive. 
3D Realm’s Richard "Levelord" 
Grey, a level designer for Duke 
Nukem, also joined Hypnotic. 
Within days of its inception. 
Hypnotic signed a deal with id 
to develop an expansion pack 
for Quake, The pack will report- 
edly have more and bigger 
guns, more monsters and more 
power-ups, and the group 
expects to finish the project in 
six months.— Jill Anderson 


Realms’ Prey, a 3D action 


ere are some of ttie hottest prod- 
loots on the market, as well as 

WIZONE 

As if the Beyond the Dark 
Portal Expansion Set wasn’t ^ 
enough, there are now even more lands to 
conquer for the WarCraft II fan. WIZone is 
a collection of some 50 odd scenarios, 
some good and some not so good. 



the ones that frankly ain’t so hot. 
Reviews for most are coming soon. 

The variety is amazing: there are single- 
player maps, multi-player maps, cooperative 
maps and all-for-one maps. WIZone also has 
several ‘'historical" maps-reenactments of 
real-life engagements-such as Agincourt, 
using WarCraft II units in place of real ones. 

What is most cool about this product, 
though, is the documentation. WIZone comes 
with a 80-page booklet that offers pages 
upon pages of useful tips, unit and building 
descriptions, and a paragraph-sized descrip- 
tion of each scenario. 

WIzardWorks. (612) 559-5140 
DOS and Windows 95 CD-ROM 
Reader Service 11301 
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PILOT ALERT 

Falcon 4.0 On Track For 1997 Takeoff 


S pectrum HoloByte first showed early work on 
Falcon 4.0 way back in the Fall of 1994. With 
little news on the project-other than reports 
of turnovers in the development team-in the 
ensuing years, many sim fans had written 
the program off, figuring it would never ship. 
Spectrum recently invited us to its offices to take a look at the 
latest version, slated to ship in the first half of 1997 under the 
MicroProse label. 

Unlike that first look two years ago, this time major por- 
tions of the game are up and running. Spending about an 
hour flying the Alpha version on a system equipped with the 
3Dfx Voodoo 3D accelerator definitely gave me the impres- 
sion that this game will be worth the wait. No other sim has 
captured the feel of moving over real terrain at high speed 
this well-the 16-bit color graphics were spectacular. Set in 
Korea, the sim uses satellite data to accurately model the 
jagged terrain. 

But the Falcon series isn't about looks, it's about hard- 
core accurate simulation. Falcon 4.0 is set to deliver that 
in spades, modeling a huge chunk of the real systems of 
an F-16C Block 52. These include the APG-68 radar 
{including the modes omitted in Back to Baghdad), 

HARM targeting, laser designation, and probably LAN- 
TIRN systems. Options abound: fly with a full instrument 
panel, or pop-up Multi-Function Displays; choose from 
three padlock modes; and start the game in situations 
ranging from armed neutrality through near defeat. 


Falcon 4.0's campaign system was designed from the 
ground up to support multiplayer play, to the extreme that 
solo play is actually treated as a network game with only 
one player. Along with campaign play, there are also two 




CAN THIS BE REAL? 
Satellite data and 16- 
bit color contribute to 
Falcon 4’s outstanding 
terrain graphics. 


instant action setups. Dogfight mode is pure air-to-air 
action. The Tactical Engagement mode gives you a mission 
builder where you can place assets such as SAMS, fight- 
ers, bombers, AWACS, and ground targets; define your mis- 
sion goals; then jump into single- or multiplayer combat. 

The team seems determined to equip Falcon 4.0 with 
the same amazing shelf life as its predecessor. The 
scaleable sim engine will support graphics resolutions 
higher than current processors can reasonably support, 
and there's even talk of eventual multiprocessor support 
under Windows NT. — Denny Atkin 




can find a lot to rip (his game for-such as a strike 
zone the size of Montana-but why fight it? With 
built-in Grip support for up to six players, this is 
the one baseball game on the PC that you can 
actually play with friends without having to con- 
stantly apologize for the way the game looks and 
feels. Like heading over to the park on Saturday to 
whack a few balls around, this is for baseball fans 
who just want to get onto the field and have a 
good time.-J. Green 
EA Sports, (415) 571-7171 
PC CD-ROM 
Reader Service il302 

HUKE IT 

So, you've duked it out with the alien Overlord, 
saved all the chicks on Earth, and now you need 
something more. Well, Nuke It tries to qm you 


more, but it gives more in such a shoddy way as to 
make it less. While other "level" discs of this type 
have been released, they at least include some rudi- 
mentary install/setup program, be it ANSI art or 
Windowfs interface. But nooo! Nuke It just gives you 
the levels divided up alphabetically, and the manual 
basically says "look for a level you like and install it 
yerself. bub." And they're not very good levels 
either. Level descriptions scream: "Hey! this is my 
first level ever, but I’m learning!" If this can be clas- 


TRIPLE PLAY 97 


It took EA Sports until the middle of the base- 
ball season, but they finally got Triple Play 97 out 
the door. The good news is that it was worth the 
wait. This is now easily the best action-oriented 
baseball game on the market. Great graphics, 
motion-captured movements (except for the oddly 
swishy way that batters walk to the plate) and 
sound effects, along with an interface designed for 
maximum ease, combine to make this a game 
entertaining 
and accessi- 
ble enough to 
appeal to 
even casual 
sports fans. 
Serious base- 
ball gamers 
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Robert DeNiro a Jane Rnsentlial 
Cher Christopher Reeve 

James Belushi 
Steven Tyler a Joe Perry 
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ON THE SHELF Hj 


POHC CREATOR BOUKCES BACK 


Atari Founder Bushnell Introduces Multiplayer Arcade Game 



INTERNET CONSOLE Aristo’s multiplayer TeamNet can be 
played head*to*head against a team on the other side 
of the table or the other side of the country. 


F rom the early days ol 
Pong to the glory 
days of Atari and the 
early days of Chuck 
E. Cheese, Nolan Bushnell’s 
biggest successes have been 
with games and entertainment. 
Once, Bushnell said he was fin- 
ished with the game business. 
Now, he's introduced a new 
company called Aristo 
Internationa! to produce three 
new products, all pay-for-play 
internet-connected devices for 
distribution in restaurants, bars, 
hotels, college campuses, and, 
presumably, a host of other 
public places. Though prefer- 
ring to be known as an enter- 
tainment company, as opposed 
to being billed as a “game com- 
pany," the new company will 
produce game-related products. 

One product will be called 
TouchNet. It is expected to be a 
small box about the size of an 
oversized microwave oven con- 
taining a touch screen and two 
telephone receivers. TouchNet 
will let people play simple 


games, buy merchandise, send 
email, or chat by transmitting 
actual voice recordings. Since 
this is all linked via the internet, 
people can play or chat or send 
email with other people any- 
where in the country, and even- 
tually, the world. 

The main gaming-related 
product is TeamNet, consisting 
of a table about the size of an 
air hockey game with two video 
screens and eight player posi- 


tions {four per side). Players can 
engage in team games, playing 
head-to-head against a team on 
the other side of the table, or 


compete against a team on the 
other side of the country. The 
first game we saw in prototype 
was a football game in which 
one player took the quarterback 
role and the other three players 
became receivers. 

The other product was non- 
gaming related. MusicNet Plus 
will be a high-tech, net-con- 
nected jukebox with thousands 
of recordings listed, plus lots of 
extras, like merchandise, con- 
cert ticket purchase, and even 
ways to send feedback to your 
favorite artists. 

The nationwide launch of the 
product line will occur this f^li 
with a worldwide launch sched- 
uled for January, 1997. 

—Rusel DeMaria 



INTERNET JAMS Bushnell hopes his jukebox/tickets 
service will become an "angel of music." 


sified as anything it’s shovelware. The only justifica- 
tion for its existence is for those who don’t have 
unlimited, flat-rate Internet access, and don't want to 
spend three bucks an hour downloading levels. But 
perhaps you should, because you will find better 
levels than these. Recommendation to those who 
bought this: nuke it.-r Nguyen 
Micro Star Soltware. (6t9)-931-4949 
PC CD-ROM 
Reader Service 11303 

LIHKS LS 

Links 386 remained the standard-setter for PC 
golf games well into the Pentium years. Now Links 
LS looks ready to carry the series through the 
next three generations of processors. Supporting 
graphics resolutions ranging from 800 x 600 pix- 
els up past 1600 X 1200, with color depths rang- 
ing from 32,000 colors to over 16 million, Links 




LS sports graphics unrivaled by any PC game, in 
any genre. But the upgrade isn't all about looks. 
The ball flight model has been improved, and 
Match. Best Ball, and Skins pl^ added. You can 
take on computer players, or go head-to-head over 
a modem or network connection. Three courses 
are included, and if you own any Links 386 cours- 
es, LS will automatically create hi-res versions of 
those courses for you. Numerous view windows 


and a pop-up control panel that gets out of your 
way completes the package, and there’s even an 
interactive VR tour of Arnold Palmer’s (who you 
can play as or against) clubhouse. A duffer's 
dream.- D. Atkin Jr. 

Access Software, (800) 800-4880 
PC CD-ROM 


Reader Service k304 

STEEL PANTHERS 
CAMPAIGN DISK 



This CO provides a rousing collection of 
batfles-from the obscure Nowy )^rg, Poland to 
the famous Kijrsk Fire Brigade. There are para- 
troop landings (5^^ Guards Para At Kanev) and 
even Pacific theatre engagements [Bloody Ridge. 
Gualdalcanal). The robust campaigns offer plenty 
of adrenaline-pumping action, as you attempt to 
overrun Moscow in Barbarossa, run as far as your 
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The Action/Adventui-e game 
brought to you in true 3D 


They hea.t you sefisefess. 

They |k:idna{p|)ed youh {pah,tne,K 

They s^to'fe youh s|pacesh';ijp. 

it[(lflilaybac.k Tirne 


You wake up from an ^ons-long sleep only to find 
yourself on a forsakp planet filled with angry 
mutants. You've got to outsmart them, outblast 
them, and escape from this hell hole 


Ten deadly 
weapons and 
15 biitl-kicking 
power-ups 


Over .10 types of 
vicious enemies 


Eight incredible 
3D worlds with 50 
realistic stages 


. sliown is from the PIflySl.ilion'“ Game Console 


Play tile demo: 
www.viacotiinGwiiiedia.com 


Comincj soon for 


VIACOM 

nguLimeDiR,. 

© 1996 Viacom Inlernalional Inc. All Rights Reserved. Viacom New Media, The Divide; Enemies Within and all related lilies, logos and characters are 
trademarks ol Viacom Inlernalional Iik. PlaySlalioii and the PlayStation logos are trademarks of Sony Conipiiler EnlerlaimnciiL Inc. 
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ON THE SHELF 


Firaxis Finds 
A Publisher 

Sid Meier's new 
Firaxis Software has 
signed an exclusive 
publishing agree- 
ment with Electronic 
Arts. EA will distrib- 
ute Firaxis' titles 
under the EA Origin 
brand. 


MMX MIA: New 
Pentium Chips 
Delayed Until '97 


I nlel’s new P55C Pentium chip, originally 
slated for release before the holidays, 
has been delayed until the first quarter of 
1997. This updated Pentium chip 
includes the MMX Instruction set, which will 
allow developers to significantly speed up 
applications such as real-time audio manipula- 
tion and high-speed display of 24-bit color 
graphics, Because the MMX enhancements 
require specific support in programs, the more 
significant initial speedup will likely come from 
the P55C’s double-size 32K internal Level 1 
cache. 

A better solution tor power-hungry gamers 
may come from Intel’s updated Pentium Pro 
chip, code-named Klamath, set to ship around 
the same time as the P55C. This redesigned 
chip also sports the MMX instruction set, but 
does away with the original Pentium Pro's huge 
internal 256K cache in order to dramatically 
reduce size and cost. Performance should still 
be significantly better than a Pentium running 
at the same clock speed, thanks in part to the 
Pro’s dramatically faster floating-point capabili- 
ties, and especially if the rumored improved 
support for running 16-bit applications pans 
oul— Denny Atkin 




’ IHJWINC LATELV? ■ 



ere are the games readers are actually blowing the 
most lime with, as opposed to the reader’s overall 
“quality ranking" in the Top 100. j 
WarCraft II kicks Duke Nukem 3D out 
of first place this month, while Civilization 
rises to the number two slot. Wing 
Commander IV creeps back onto the chart 
at number 10. Command and Conquer and 
Doom II continue to climb steadily, but Steel Panthers and Heroes 
OF Might and Magic are on the descent. 

You’ll no longer find the CGW Poll Card bound into the maga- 
zine, but check your mail box: We mail a survey to 1,500 random- 
ly-chosen subscribers each month, and we use the results to cal- 
culate the Top 100 And Playing Lately each month. 

Last Months 
Month On Chart 


1. WarCraft II (Blizzard) 

2. Civilization II (MicroProse) 

3. Duke Nukem 3D (3D Realms) 

4. Command and Conquer 
(Virgin / Westwood) 

5. MechWarrior 2 (Activision) 

6. Doom II (id Software) 

7. Heroes of Might and Magic 
(New World Computing) 

8. Steel Panthers (SSI) 

9. Panzer General (SSI) 

10. Wing Commander IV (Origin) 


8 

5 

6 

11 

10 

7 

10 

10 

19 

9 



petrol will take you in Patton's Army, and take 
Rommel's command outside of Alexandria in 
Battle for North Africa. A nice way to keep you 
skills sharp while you're waiting for Steel 
Panthers II.~ T. Coleman 
551,(800)245-4525 
PC Diskette 
Reader Serv/ce #305 


SHELLSHOCK 


Eidos (formerly Domark) has a hot new 
ride for you; the M-13 Predator Battletank. 
Climb into this first-person shooter and get 
ready to kick some evil oppressor butt 
throughout the world. 

As the newest member of The 
Wardenz-soit of a self-styled, five-man U.N. 
peace keeping force-you’ll be rolling into all 
the world’s trouble spots, from Europe to 
Africa. Although the names have been changed to 
protect guilty countries, you’ll recognize the geog- 
raphy and the scenarios from today’s newspapers. 
Shellshock is long on action and short on 
realism. A typical early mission pits you one-in- 
twenty-four, against an entire armored column. 
You’ll definitely want to purchase upgrades for 
your armor and armament before hitting the 



tough levels.— M Clarkson 
Eidos. (415) 693-0698 

PC CD-ROM 

Reader Service 11306 

NORMALITY 

Nothing in Normality is quite what you’d 
expect it to be. But then, nothing in Neutropolis 
has been, well, normal, for 30 years. The once 
radical, free-thinking utopia has became a stink- 
ing pit of boredom. In this 3D animated adven- 






rs hot! It takes the best and 
cq^ines them into one neat package.** 

rjtiifMutAt Games Strategy Plus 


.'‘^The'lighting and motion effects ore ' 
first rate...you can jum))1hto this game 
tmmediatelv." ' 

-Computer Gjahing World 


050 adrenaline-pounding missions plus 
15 multiplayer missions 


Lock and load with over 25 armaments 
including: guided missiles, fuel-air 
mortars and plasma cannons! 


Game 
of the 




#1 Selling PC Game,Jan-April 1996 PC Data Report • Game of the Year, PC Gamer* 
Multiplayer Game of the Year, PC Gamer • Golden Triad Award, Computer Game Review* 
Game of the Year, Computer Gaming World Readers' Choice • Best On-line Game, C/NET 



8 Players Head to Head Battle over land, sea and air Custom Map Builder Included Rule as Ore or Human 




Bigger. 

Bolder. 

Bloodier. 




2 New Story Lines! 


The Expansion Set. 


24 New Scenarios! 


800-953-SNOW 
Over 50 Custom Maps! WWW.blizzard.COm 


Circle Reader Service #265 
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somelhing a little different. Good 3D ren- 
dered graphics make for a visually exciting 
landscape. Experienced adventure gamers 
should find a good challenge here, and 
while novices may initially find themselves 
dazed and confused, solid helpings of 
humor keep up the entertainment value. 
Check it out, dude.-C. Panther 
Interplay, (714) 553-6678; www.lnterplay.com 
PC CD-ROM 
Reader Service §307 


ture, you become Ifent, a mellow surfer-dude- 
type, with an annoying pseudo-Californian 
accent (think Jim Carey meets Keanu Reeves in 
Bill and Ted). Locked up by the Norm police for 
whistling an annoying tune and being just too 
darn happy, you receive a strange note, written 
in ear-wax, indicating you're not the only smiley 
person around. And so begins your mission to 
dig out like-minded souls, from a population of 
couch potatoes. 

A combination of 1984 and The Young Ones, 
this is definitely a game for those who want 


SHADOAN 

Anyone who enjoyed Kingdom: 

The Far Reaches will find themselves on familiar 
ground in Shadoan. In Book Two of this animat- 
ed fantasy adventure series, the apprentice wiz- 
ard Lathan returns to find the remaining two 
relics that will free the kingdom from an evil 
mage. 

Shadoan features two difficulty levels, the 
easier of which gives you more time to make 
decisions and leaves out some of the puzzles. 



Unfortunately, the omission of these can make 
the story seem somewhat disconnected. It’s 
also possible to set off on a "no-win" track, 
where every course of action is one ot certain 
death. Even though you're afforded three lives, 
the game allows only five save games, so 



choose wisely or you’ll find yourself starting 
over from the beginning. For anyone looking for 
a pleasant, traditionai fantasy tale aimed square- 
ly at the family market.— /(. Hedstrom 
Interplay (714) 553-6678 
PC CD-ROM 
Reader Service §308 



Foolish acts 

DOOM 

Survival. 


Wlul.' mm lO III! 1I1TC4-1 
l.clV Impt 1 : .'.I'-vniii iii.i]Cit. [-1 
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ww.microsoft.com/games/hellbender/ 
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Jedi Knight 


GAME TRACK 


FIRST LOOK 


I ore’s an early look at the coolest titles soon to seduce you 
from your money and your life. 'FIRST LOOK’ games are still 


months away and can't even be played yet, but at least you can see 
how they are shaping up. This month, a closer look at Jeoi Knight. 


J 


EDI Knight will 1)6 the first "QuAKE-Mler” on the market, and 
with its Star Ware story line and Dark Fobces lineage, it could 
easily score a direct hit, f 


’ CGW recently had a 
I chance to visit UicasArts to 
I learn more about this epic 
I struggle between the forces of 
I Light and Dark. 

1 The story has been fleshed 
I out since our brief peek at the 
j lille in our August issue’s fall 
I games roundup feature. You 
I play Kyle Katarn from Dark 
I Forces but you're no longer a 
I mercenary. Your father, it seems, 
I was murdered by a Dark Jedi of 
I great evil and power, Jerec, who 
I covets the power held in a hid- 
I den Jedi burial ground. Your 
I father gave up his life to protect 
I this secret from Jerec, and you 
I must now avenge your father's 
I death and continue his guest to 
I stop Jerec's evil scheme. 

I The game lakes place after 
I the fall of the Empire chronicled 
I in the Slar Wars movies. (For 
I Slat Wars buffs: It's concurrent 



level, receive a briefing tor the next one, then repeat the process. Instead, 
after you complete a mission, a full-motion video cut scene will advance the 

story, and then take you to another location where 

gameplay will resume. 

Yes, Jedi Kmight will employ full-motion video cut 



THE VALLEY OF THE JEOI Tfils Is an 
Hie Jedi burial ginund. The power ol 
Is said Id be slored here, which you 


sketch ol 
all the dead Jedi 
and Jerec need. 


I with the time Luke is tunning his Jedi Academy, as told in the Star . 

I Ware books, and when Han and Leia's twins are training to become 
I Jedi.) Since the story does take place alter Return of the Jedi, Datlh 
I Vadar will not make a guest appearance in the game. Neither will Boba 
I Fett. The Jedi Knight team is hoping to carve out Its own niche in Star 
I Ware history, rather 




LIGHT SABEH EODDER One ol jEDI Kmoni’S 
enemies will be Ihe Tuskees (Irom the Star 
Wars movie), who will harass you on loot, 
speeder bikes and Kell Dragons. 


scenes, in which live actors will portray Kyle, Jerec 
and the other main characters. During gameplay, 
though, all characters and levels will be rendered 
with gorgeous, texture-mapped polygons. 

One of the game's best features is the choice 
to join either the Dark Side or Light Side of the 
Force. The goal in the game doesn't actually 
change once you've made your choice, but your 
motivation does. If you remain with Ihe Light 
Side, you want to stop Jerec and preserve both 
the sanctity and salety of the Jedi Burial Ground 
and the galaxy. If you join Ihe Dark Side, you'll 
want to stop Jerec so you can take the power of 
the burial ground for yoursell. 

What does depend on your decision, however, are 
your Jedi abilities. The exact format hasn't been worked out yet, but alter 
every mission, you will accrue a certain number of points which can be 
divided among dilterent abilities. These "experience points” aren’t based on 
kills but ralher on level completion, Jedi abilities will include super speed, 
super strength, Darth Vadar’s famous choking ability, and increased dam- 
age with Ihe light saber. If you join Ihe Dark Side, you will gel suitably evil 
abilities, such as skin-burning lightning blasts, and it you join the Light Side, 
you will gain more benelicial attributes like healing powers. 

The weapons that have been confirmed for the game include: a pistol, a 
Stormtrooper rllle, a thermal detonator and the Light Saber. For all the reg- 
ular nasties in the levels, like Stormtroopers and AT-ST Walkers, you can 
use whatever weapon works best (probably the long-range weapons). 
However, for the bosses and the Dark Jedi, you will nave to use the Light 
Saber, which is basically Jeoi Knight's "BFG." This weapon has the short- 
est range but will do the most damage. Not only will yoo be able to per- 
form different special attacks with it, but you'll also be able to increase its 
damage with your Jedi abilities. 

Jedi Knight is slated for an early 1997 release. Look for a full Sneak 
Preview of Jedi Knight in the upcoming January issue. -£ Chin 




OCTOBER 1996 


6AHE TRACK 


r 


HANDS ON 


T hese are the products in develop- 
ment we’ve actually spent some 
time with. They represent some of the 
most interesting titles in the Pipeline, 

^Master of Orion II: 

I n 1993, Steve Barcia and tiis fledgling 
company, Simtex, were no more a sure 
thing than the possibility of life on Mars. 

That their star shines so brightly now is a 
reflection of the remarkable fountain of crea- 
tivity and sheer fun (hat bursts from each of 
their games. Despite the well- 


|Vv.M'.v v. t * ^ 

^ ■ M i m ' — 


documented bugs in Master of Magic, Simtex 
has yet to publish anything less than a very 
good game. And Master of Orion II looks to be 
their best yet, combining the scope of MOM 
and the flavor of the original MOO with a 
greatly improved interface. 

Instead of the Orions, this time you face the 
mysterious Antarans, a powerful civilization that 
can only be reached by transdimensional warp. 


and they are complete enough to actual- 
ly tell how they’re going to play. Most 
should be released soon. 


Battle of Antares 

This technology is still developed via the famil- 
iar resource point-based system that gave the 
original MOO its “Civilization in Space" flavor. 

The various space-faring races are much the 
same as they were in MOO: Bulrathi are more 
physical, and therefore better in ground com- 
bat, Silicoids thrive on worlds on which most 
species cannot even survive. Darloks pull 
espionage stunts that would make even Mata 
Hari blush, Don’t be lulled by their familiarity, 
however: these computer opponents are 
tougher than in the original— and the best 
1 diplomatic Al in strategy games is harder 
[ than ever to crack. Other nice touches 
include an online tutorial and heroes from 
MOM (toned down so that they don’t over- 
! whelm the game). Finally, if the vast array 
1 of star si^lems to colonize, customizable 
p designs, technologies to research, and 
combat tactics can't keep you enthralled when 
playing solo, MOO II lets you test your strate- 
gies in multiplayer mode. Hotseat, modem, and 
e-mail are supported to keep you gaming for 
eons, and will very likely keep Battle of Antares 
on retailers’ shelves for some time to come. 

—T. Coleman 

MicroProse, (410) 771-0440 

PC CD-ROM 


^Ten Pin Alley 


hen a smirking C6tV editor 
plopped this computer bowling 
simulation on my desk, I was 
overcome with existential angst. 
Bowling games? This is what I’m doing with my 
life? Maybe my mother was right. 

But Ten Pin Alley, now in beta, looks like a 
well-designed game that may bring a modicum of 
respect to a maligned genre. Gameplay some- 
what resembles a golf sim. From a first-person 
perspective, you line up your teet on the lane, and 
then use a device akin to a golf sim’s swing 
meter to time the ball's release with the desired 
velocity and spin. Once you’ve released the ball, 
the view switches to a third-person perspective, 


where you watch your 3D character bowl based 
on your actions. Like real bowling, it’s not as easy 
as it looks, and until you start mastering the abil- 
ity to control the ball's arc and spin, you’re pretty 
much going to suck. The game’s ball and pin 
physics are quite realistic, and the sound effects 
are great-getting a strike is immensely satisfying, 
while slamming a ball into the gutter is just as 
embarrassing as in real life. 

More than just an arcade game, Ten Pin Alley 
can actually track stats over a lifetime career, and 
also includes a variety of real-life historical data 
and tips from the Bowling Hall of Fame.-J. Green 
American Softworks Corp., (203) 327-3366 
PC CD-ROM 



I PIPELINE 

1 AD&D Blood & Magic Interplay 

10/96 

1 Age or Sail Talonsofi WinteV^ 

JI96 

1 Aide Do Camp 2 HPS Simulations 

Fall 96 

1 Air Warrior il Interactive Magic 

Fall 96 

1 Battles of Alexander Interactive Magic Spring 97 

Callanan’s CrossUme Saloon Legend 

^10/96 

Dark Earth Mindscape 

Spring 97 

Definitive Wargame Set if SSI 

10/96 

Destmcllon Derby II Psygnosis 

Winter 96 

Diablo Blizzard ' 

'10/96' 

OisGworld II: Reality Bytes Psypno^s 

; 11/96 

Dungeon Keeper EA/8u!!frog 

Fall 96 

Ecsalica II Psygnosis 

2/97 

F22 Lightning fi Nova Logic 

10/96 

Fighter Duel 2 Philips 

Spring 97 

Flight Sim for Win 95 Microsoft 

';'='-':‘jlt96' 

FPS Football Pro 97 Sierra 

11/96 

Gene Wars £A/Bulltrog . ■ ’ 

10/96; 

Flying Nightmares 2 Domark 

Wnter 96 

Hardball 6 Accolade . '' .T 

Springs? 

Hamoon Classic 97 interactive Magic 

11/97 

1 Heroes of Might and Magic II Nev/ World . 10/96 

History of the World Avalon Mill 

Fall 96 

IF22 Interactive Magic " '• . :. • ' ' • . 

Wnter 96 

iMtA2 Abrams Inleraclive Magic 

10/96 

Interstate 76 Activision .. 

Wnter 96 

Jedi Knight: Bark Forces II lucasArts 

2/97 

Jetfighter III Mission Studios 

10/96 

Leisure Suit Larry 7 Sierra 

11/96 

Lords of the Realm li Sierra 

11/96 

Lost Vikings II Interplay 

12/96 

Magic of Xanth Ugend ' 

Winter 96- 

Master of Orion II MicroProse 

Fall 96 

Myst il Broderbund 

Wnter 96 

NBA Full Court Press Microsoft 

10/96 

New Order Epic 

Winter 96 

NFL Instant Replay Philips 

Fall 96 

NFL Legends Accolade 

11/96 

Obsidian Rocket Science 

10/96 

One Musi Fall Epic 

Fall 96 

Pacific Tide Arsenal 

Fall 96 

PC Panzerhlitz Avalon Hill 

Spring 97. 

Pod UbiSoft 

Fall 96 

Privateer 11: The Darkening Origin 

11/96 

Pro Pinball Interplay 

10/96 

Red Baron II Sierra 

11/96 

Return to Krondor 7tli Level 

Fail 96 

Reverence C^erdf earns 

• Fail 96 

Risk! Hasbro Interactive 

Fall 96 

Shadow Warrior 3D Realms/FormGen 

Fall 96 

Shattered Steel Interplay 

10/96 

SimGolf Maxis / 

Fall 96' 

1 Spider Man and the Sinister Six Byron Preiss 11/95 

Star Craft Blizzard 

3/97 

Star Fleet Academy interpl^ 

Winter 96 

Star General SS! 

•• • 11/96' 

Steel Panthers M SSI 

10/96 

Syndicate Wars EA 

10/36 

TFX 3 Ocean 

Q1/97 

Tomb Raiders Ooinark/Eidos 

Winter 96 

Toonstruck Virgin/Burst 

11/96 

Vampire Diaries Her interactive 

Fall 96 

VR Golf VR Sports 

11/96 

Xenophage Apogee/FormGen 

Fali/96- 

X-WIng vs. TIE Fighter LucasArts 

Wnter 96 

1 You Don’t Know Jack il Berkeley Systems 10/96 


Jl^ 
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You thought it was just another mining expedition, 
You thought the planet was uninhabited... 

You thought you'd he home for dinner... 


BE TESTED. 


i 7 y 
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^Star Control 3 

S O, you think you can relax after defeat- 
ing the Hierarchy Of Battle-Thratls and 
their main battleship the Sa-Matra? 
Weil, it seems that there's still soms 
work for you to do in the newest installment of the 
Star Control series. Your mission: to explore and 
coionize the Kessari Quadrant while investigating 
the cause of “interdimensionai fatigue.” You will 
also be heading the new League of Sentient 
Races, which include friends such as the Pkunk, 
and even enemies such as the mighty Ur-Quan. 

But what’s a game without some foes? Enter 
the Hegemonic Crux, a band of six races (initially) 
out to conquer the Quadrant and anyone in it. As 
in the two previous Star Cons, you’ll engage in a 
nasty galactic war filled with conflicting interests, 
shifting alliances, and good old-fashioned combat. 

While billed as an adventure game, Star Control 
3 has many elements found in other genres. It 


mainly combines strategy (colony management), 
action (the famous Hyper Melee), and adventure 
(dialogue and interaction with all the alien races). 
The graphics are quite good, in both HyperMelee 
and dialogue scenes, Accolade filmed puppets for 
the dialogue scenes, so you get a better sense of 


"realism" in the aliens' speech and 
movements. The HyperMelee 
is once again fast and fun. 
Accolade’s only change is an 
enhancement of an additional 3D 
view; the cooler ships from the 
previous games make a reappear- 
ance along with the all-new ships. 
The only real annoyance is the 
voice-acting in some parts. But it's 
a small quibble for such a big 
game, 

in the end, with a big galaxy 
for colony management, fast- 
paced arcade action, and a good sci-fi story with 
Lovecraftian influences (and some ve/y funny dia- 
logue), Star Control 3 may truly earn the title of 
“space opera."— r Nguyen 
Accolade, (408) 296-8400 
PC CD-ROM 



Think before 

, You 

obliterate. 


Forf{i;l llic juvcnslc .ipproav.li. ihis ^ci (i mussioii 
ukc.s strategic piariiiing. Its simple; i'ollou vniir 
objectives and live to fight another nanosetond. 
Perhaps. As death ddcsti’i plav hv llie rules. 

Fly the trial version de.signed for Window'.. 

with iniilljplaycf cap.ihiliiies. 
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3 D arcade fighting game, now enhanced for your PC. 
Ifs available on Windows«95 and it's only from 

Sega Entertainment. 
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^The Elder Scrolls: Daggerfall 


T he Elder Scrolls: 
Daggerfall We've 
been wailing for 
two years for this 
sequel to The Elder Scrolls: 
Arena. So, what have we got to 
show for it? Its improved graph- 
ics offer curved wails, sloping 
ramps, hidden doors, stairs, and 
water for swimming or travers- 
ing via buoyant' spells. You 
aren’t even stuck with the same 
old wardrobe all the way 
through the game, since you 
can change clothes, armor and 
weapons as you progress 
through the rich game universe. 
The new sound effects feature 
cues for monster proximity (and 
population density), as well as 
providing lor impressive weapon 


clashes that enhance almost 
every combat. Also, Daggerfall 
adds new 3D 
terrain features 
(Arena offered 
a relatively flat 
environment) 
and the ability 
to climb and/of 
levitate past a 
multitude of 
3D objects. 

In addition, 
the game 
allows a greater variety of 
character classes with more- 
detailed (but optional) charac- 


ter generation. It also features 
an improved combat system 
that requires you to use the 
mouse in near analog mode to 
wield the new melange of 


weapons. It is a “melange" 
because the wide assortment 
of weapons and armor fea- 
tures class, skill 
and weight 
restrictions. So, 
even though 
you may find 
the equivalent 
of the leg- 
endary 
“Sword of I 
Win" in a 
given dun- 
geon, your bard 
character may not be able to 
wield it. Such detail only pro- 
vides a tip of the iceberg view 


of the depth found in this role- 
playing game. 

Character generation in The 


Elder Scrolls; Daggerfall is 
similar to that in The Elder 
Scrolls: Arena. You can merelj 
choose the character class 
(general occupation) for your 


character and abstract the char 
acter’s background, or you can 
go through two multiple choice 
questionaires to accomplish the 
same thing. Character class, as 
in Arena, is determined by mul- 
tiple choice answers to 10 ethi- 
cal dilemmas. Background is 
determined by answering spe- 
cific questions by selecting an 
answer from longer lists. So, 
your initial inventory, armament 
and skills are determined by 
these two questionaires. 

Ideally, Daggerfall should pu 
gamers in mind of the best fea- 
tures of Wasteland and Ultima 
IV. Daggerfall offers plenty of 
hack 'n slash, but 
it also offers more 
free-range in 
developing char- 
acter, joining 
guilds, following 
mini-quests, and 
resolving the 
grand plot than 
any CRPG in 
recent memory.- 
J. Wilson 
Bethesda Sottworks, 
(301)963-2002 
PC CD-ROM 
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Three Explosive Games In One! 



Arcade shooting at Its fastest and 
finest as you eliminate terrorists 
at Dulles Alrportl 


Heartuiccelenitlng, driving 
adventure as you race thror^ 
New York City to find hidden bomhsi 


•on for PlayStation^ 
lWindows95~ CD-ROM 

I 





1 ANIMATED VIOLENCE 
JANIMATED BLOOD 


For information on this oroduct's 


:| rating, please call 1-800-771-3772 
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CGW’s Guide To The Best In Online Gaming 


CG 


t's the most hyped new gaming trend since tuii-motion video, 
but this time there’s some substance to back up the taik. The 
Internet and the new crop of online gaming services have the 
potential to change the face of gaming. Once you've gone into 
a virtual batlle-whether it's fought in a martiai-arls ring, over 
3D Pacific skies, or on a hex-based representation of the 
Eastern Front-it’s hard to go back to facing simpie, often- 
predictabie computer players. 

However, online gaming is an industry in its infancy, so don't 

fear thaf you'll always need lo Irack down a live opponent on fhe Net any 
you want to play a game-that's nol going to happen anytime soon. There are 
plenty of technological and economic bumps ahead on fhe road, and some 
of the players in the race for your online dollar may crash and burn. 

To help guide you safely into the world of online games, we enlisted 
Net curmudgeon Martin Cirulis to take a look at the players, major and 
minor, in the nascent Net gaming world. If you're trying lo figure out 
which service to try, give his overview a look. Of course, the real 
decision boils down lo where you'll find the games you want 
to play. Our crack editorial team spent dozens of hours 
combing the networks, pilfering software company game 
plans, and playing as many online games as we could 
get our hands on, to present you with a list of the 
best online games, and where to find them. And if , 
you're not on the Net yet, we've also put together a 
list of the best tools for getting connected. 

So read on, grab your controller, log on, and ; 
prepare to meet the most vicious, unpredictable 
opponents in the universe-other gamers. 
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For the nearest dealer, call: 

888-2-IOMEGA, ext.jl5 
Or see us at: www.iomega.com 






The Jaz" drive is you, 
man. It's fast, it holds 
tons of stuff, and it's 
personal. You won't find 
an easier or cooler way 
to upgrade your hard 
drive. Just connect it 
to your PC or Mac and 
you're jammin': files, 
pictures, graphics, video, 
CAD stuff, whatever. And 
with its dark green color, 
hey, the cat's got style. 


The Unlimited Personal Hard Drive. 
Endless storage space. 

Load and edit projects instantlv. 
Goes anywhere you go. 


16B disks for as low as $99.95. 

Compact one-gigabyte cartridges. 
Great for graphics, sound, and video. 
Portable files. Past, easy backup. 


BECAUSE it’s YOUR STUF F. 




AMES • GAMING NETWORKS 

Online Gaming 
Comes Of Age 


New Services Compete For Your Gaming Time-And Your Gaming Dime 



GEHING WIRED 

There are two major differences between these new 
game services and the older generation. The first is the 
method of connection. All the new services can be 
accessed through the Internet; some will also provide 
direct dial-up access. Services that are only accessible 
through the net require that you have an account with your 
own internet service provider (ISP). You should know 
whether the money you pay to the game service wiii 


A fter years of iimping along in the game 
areas of major oniine services iike GEnie 
and CompuServe, along with the odd 
false start such The Sierra Network (a 
good idea iong before the technology was 
robust enough to do it justice), it seems 
that the age of viabie oniine gaming ser- 
vices is here. At ieast, that’s what a whoie iot of peopie who are 
investihg a whoie iot of money into the internet are hoping. Just a 
couple of years ago, a dedicated gaming site was considered the best 
way to iose your shirt next to body surfing in a hurricane. But in the 
iast few months, severai contenders for your gaming money (and 
more importantiy, your ioyaity) have sprung up out of the woodwork. 
Once they’re ali oniine, you can expect the hype-explosion to be truly 
overwhelming. 

One of the first online gaming services. DWANGO (www.dwango 
.com), has been making its way on the Internet for some lime now, 
and it’s surviving niceiy. Unfortunately, it is not the most user-friendly 
setup in the world, and some of the new, big-money servers mav leave 
it looking like a garage band: eclectic and cool, but probably 
opening for The Who anytime soon. Full-scale, serious Net c 
ing is going to require the ease and accessibility that these 
new companies are promising. 

in order to help you sort through the hype ahd make the 
best of the new online gaming experiences soon to be 
avaiiabie, CGW/ has collected background information on 
the early contenders and passed it all under the jaundiced 
eye of this grumpy old gamer. It's still too early to foretell 
the future with perfect accuracy, but here’s a look at the 
players, what they have to offer, and my calls (based on the 
information at hand) on how likeiy it is that they’li be abie to 
deiiver on their promises. 


provide a direct number or whether you are going to need another 
subscription on top of that to get going. There's a potentiai probiem 
with connecting to a gaming service through the internet: While the 
service may brag about how fast their server is and ciaim that you’ll 
suffer no hiccups or latency delays while piaying (something that is 
merely annoying in a strategy game, but fatal in the middle of a sim), 
if the iSP you subscribe to gets overloaded easily during your prime 
gaming hours, you’re out of luck. 

The other major difference with these new services is the sheer 
number of quaiity games offered, in the old days, online gaming usu- 
ally meant one or two good games (to its credit, Genie manages to 
have four or five), and a iot of mainstream fluff like Hangman and 
Backgammon taking up the siack. Not oniy will the numbers of “real" 
games be far greater on these new services, but most of them will be 
versions of games you have already bought for home use, 

In fact, the great race among all these startup companies is to 
secure exciusive rights to the hottest new games in the pipeline. 

You'ii make your choice of service the same way you choose a movie 




With fast-action gamepiay inside an interactive soundtrack by God Lives Underwater and the 
fastest reat-time 3D graphics avaiiabie, it’s like taking the scenic route to hell and back. Battle your 
own private demons at iightning speed. And thrash your head off in 360 degrees of pure danger. 

Available on: PC CD-ROM & 

THE PuvSIAII0N’"gAII1E CONSOLE 


Featuring the music of GOD LIVES UNDERWATER as seen on MTV. 
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THE BIG THREE 

My picks as the best bets in this new battlefield are all services 
dedicated to gaming and entertainment. More importantly, though, 
TEN, Mpath and Engage all have deep and extensive experience in 
real computer gaming-they aren't simply led by a group of suits who 
have read the top-10 best-selling software list and think "Myst Online" 
will be the hottest thing since sliced bread. When it comes down to it, 
I'm far more comfortable supporting people who know and love our 
hobby, rather than those who are just leaping in to make a quick 
buck, and the odds of getting what you paid for are much higher 
when you’re dealing with people who know what the heck computer 
gaming is about. 

Total Entertainment Network (TEN): At the moment this is 
the company to beat in the world ot online gaming. TEN (www.ten.net) 
has been at work preparing for Web gaming since early 1993, and it 
seems to have the most solid grip on the situation for its planned 
grand opening on September 1. Unfortunately for the company’s cor- 
porate future, most of its competitors have timed their own openings 
to roughly coincide with TEN'S debut, so any advantage will soon be 
lost unless the additional year and a half that TEN has spent prepar- 
ing for launch is evident to consumers. 

This service represents the closest hybrid between past and pres- 
ent. Though it’s an Internet-based entity, TEN will retain the direct dial- 
up capability and lull service of the old generation of online providers. 
For the technical reasons mentioned above, direct-dial-up access from 
major North American cities will be a great advantage lor gamers who 
are willing to pay the extra amount. With this deal you also get full 
Internet access as well as unlimited play time, so in the long run it 
may be the cheaper option. 

And speaking of costs, I suspect this factor more than anything 
else will separate 
the gamers from 
the kids on TEN. 

With an unlimited 
play rate of $30 per 
month ($50 with 
direct access and 
full Internet capabil- 
ities), a year's worth 
of all the gaming 
you can stand will 
be a little steep for 
the average allow- 
ance. Fortunately 
tor the budget con- 
scious, there is an 


FRAGGED! An opponent meets his end in an 
online “DuKE-match." If your Net connection 
isn’t speedy, jerky movement can add a whole 
new challenge to action play— a problem all 
the services are working to minimize. 


ilVIES • GAMING NETWORKS 


channel. Who is promising to carry your favorite new titles next 
month? No longer will you be forced to play a game “just like Duke 
Nukem 30" online-you'll simply find a service that offers the actual 
game. The great advantage with this system is that no more expensive 
hours have to be spent online just learning the game. You can play 
the game for weeks at home, then hop onto the pay-for-play Web with 
your skills honed to a razor’s edge. 



houriy/monthly rate as well: a base charge of $7.50/month, which is 
applied against a $1 .25/hour fee. So basically, your monthly fee gives 
you six hours, and then you pay extra for any more time you spend- 
a good deal if you’re planning to spend less than 24 a month on the 
game grid. 

The teenage action set may not fee! completely at home here, how- 
ever. Although there will be a nice selection of shoot-’em-ups-this 
will be the exclusive home to Duke Nukem and all the FormGen/3D 
Realms titles for quite a while-TEN also seem to have a firm commit- 
ment to in-depth strategy games. It will feature Panzer General, 
Deadlock, Deadly Games, Command & Conquer and Warcraft in its ini- 
tial offering of 10-odd games, while Sim City 2000 and Master of 
Orion 2 also wail in the wings. While they appear to be a little light in 
the RPG category, with only the SSI leather-test Dark Sun in the corral 
at the moment, that’s probably going to change as the months pass. 

The plan for most titles offered by TEN is to have an icon available 
that will connect you directly to the network for online play whenever 
you install an off-the-shelf game under Win 95. Provided you have a 
TEN account, just double-click the icon and you’ll find yourself in a 
virtual lounge with all sorts ot compadres, and you can immediately 
start looking for opponents. It doesn’t get much easier. 

By the time you read this. TEN will be available and striving hard to 
flourish as a pay service, offering a complete entertainment package; 
not only games, but all the support, strategy and newsgroups needed 
by the serious gamer. TEN represents an attempt to evolve the reliable 
infrastructure ot the old online services into a more dynamic, gamer- 
oriented service, which serves the hobby at the same time it profits 
from it. 

Mplayer: If there’s a prime contender for TEN’S initial lead, it's 
Mpath Interactive and its online gaming service, Mpiayer (www 
.mpiayer.com). Initiaiiy, Mpiayer seems to be narrower in scope than 
TEN, choosing to concentrate on optimizing player interaction and 
speed. Whiie i'm not sure how this is going to enhance strategy 
titles, it will certainly help to make them paramount in the hearts of 
action fans. 




For the first time, you have the power to control the depth 
and dimension of 3D stereo sound. JAZZ 3D speakers give 
you 3 different ways to customize the 3D stereo sound to 
any environment. 


MORE SOUND, MORE CONTROL 

Jazz 3D Speakers are loaded with 
features to give you more control; 
L/R balance, multiple audio 
inputs, mute, headphone and 
microphone jacks, along with 
volume, treble and bass 
controls. 


Switch to the Games set- 
ting to feel the explosions 
blast all around you. 

Change to the Theater 
setting, suddenly you 
are transported to 
your favorite 
concert. 

Switch to the 
Music setting, drop in your favorite audio 
CD and let the 3D sound envelop you. 

Now that you know about adjustable 3D 
stereo sound - why would you even 
consider settling for the ordinary, old 
fashioned stereo speakers? 
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DROWNED GOD is the 
role-playing adventure 
game that reveals 
pHjjv the true origin of 
■||fe humankind. Investigate 
four mysterious realms in 
search of legendary relics— 
guarded by a labyrinth of puzzles 
and encrypted by the 
mysticism of Tarot. 
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ALL YOU CAN EAT During the beta phases, services such as Mplayer allowed tree 
thousands of Internet users happily helped Mplgyer test its system load handling, 


Mplayer will be a totally Internet-based entity, and you’ll need a reli- 
able, fast Internet provider to take maximum advantage of the speed 
inherent in the setup, (Mplayer recommends using PSINet.) Once you 
have a provider you can depend on, Mplayer will cost you around $2 
an hour. Package rates are yet to be announced, but one can safely 
assume they will be roughly analogous to those found on TEN, 

For your buck, you’ll get roughly the same number of games as 
TEN (perhaps a few less, as it remains to be seen how “exclusive" 
things will be, and whether Mpath will be able to corral their own loyal 
stable of developers), and some heavy communication with your 
opponents. Mplayer will not only provide typed-chat communication 
but actual voice chat through your microphone and sound card, as 
well as a virtual chalkboard where gamers will be able to draw dia- 
grams. If they can pull this off with a full load of gamers, it could revo- 
lutionize team online play. No more misunderstandings about who 
was supposed to break left— and far better arguments! 

Mplayer should open with 5 to 10 solid titles, with a good mix of 
action and strategy. Quake, Terminal Velocity and MechWarrior 2 wifi 
provide much of the initial firepower. As far as future acquisitions go, 
things should progress exactly as they will with TEN (in fact many 
titles, such as Deadlock, will ship with both Mplayer and TEN icon 
links), and the service will acquire new titles with about the same reg- 
ularity as "sure-fire hits" appear on the shelves. For those of us who 
remember the old days when a new online game came around only 
slightly more often than Flalley’s Comet, this is a grand achievement. 

Recent events give Mpath one more ace in the hole, especially 
where younger gamers are concerned-but it’s an ace that may come 
with a price. Mpath recently acquired Catapult, another fledgling multi- 
player gaming service. Catapult, while offering some PC games, is 
mainly concerned with ottering the same wonders we’ve been dis- 
cussing to the highly excitable cartridge-game crowd. On the surface 
this looks like a clever idea, but one has to wonder whether the poten- 


tially huge cartridge market will make Mpath more 
successful than any online service in history or 
just drown it under a deluge ot consumers who all 
want to play Donkey-Kong Country deathmatches, 
grinding its server system to a halt. Even if the 
hardware remains totally separate, there is always 
the danger of personnel and effort being shunted 
toward the higher-volume cartridge side, and the 
Mplayer side of the company could slowly dry 
up-which would be unfortunate, considering its 
potential. 

Just by sheer association, Mplayer could 
benefit from the Catapult merger and develop a 
reputation as the home for true action fans. At 
this point, Mpath is planning to require separate 
memberships for the services, but it's unlikely 
that a gamer would sign on to Catapult for their 
cartridge gaming and then go to some other 
service for their PC warfare. With the accent on 
communication and interaction, as well as a 
system based on bringing as many gamers 
face to virtual face as possible, Mplayer could 
be the place for a quick combat fix. 

Engage Games Online: The third-most-promising contestant 
in our cavalcade of opportunity is Engage Games Online (www 
, gamesoniine.com), the service that aims for the broadest and most 
mature market so far. And, should future laws swing their way. Engage 
could be sitting on the largest cash cow since a woman looked at her 
telephone and said, "I wonder if guys’ll pay a lot to hear me talk dirty 
over that thing?" 

Of the big three. Engage is the only servioe founded by an actual 
gaming company-in this case, Interplay, This setup is great for us 
(after all, they can’t have any shortage of people there who under- 
stand gaming), but it may not be good for Engage, Although Interplay 
did spin the service off as a separate entity, some game companies 
may be reluctant to sign their titles over to a perceived competitor to 


OLD AND NEW Services life Engage will host recent hits such a 
, Descent while giving new life to older titles iite Castles II. 
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un on their service. As it is, Engage will offer a fairly small but quality 
]late of Interplay titles, all translated to the multiuser arena, concen- 
rating on strategy (Castles 2, Dragoij Dice) and RPGs (MUD I!), with 
5 little Descent thrown in to spice things up. 

Engage has a couple of clever twists that could give it serious legs 
vith the mainstream community. First of atl, while the service will be 
)art of the Internet-access bunch. Engage has also penned deals to 
36 directly accessible by AOL and Prodigy users at no extra fee- 


becoming. in essence, the entertainment provider to the huge popula- 
tion that still subscribes to the previous generation of online services. 
The other shrewd move from Engage is that their entertainment ser- 
vices will not be limited to the games played by those ot us indulging 
their inner children. Deals have been cut to produce online versions of 
the House oi Blues and Caesar’s World (as in Caesar's Palace). If 
online gambling laws should ever change, the revenue spawned by 
the virtual Vegas games could bring Engage enough money to build 
their own time machine to research Castles 111. 

While I suspect Engage will not become the place to go for fast 
and furious die-hard gamers, the service's mainstream appeal has 
potential not only for financial success, but as an excellent platform to 
bring new people into the hobby. This is never a bad thing for the rest 
of us. A person whose only experience with social computer gaming 
experience is Microsoft Hearts might be intimidated into immobility 
by Confirmed Kill, but they can be lured comfortably into the fold by a 
quick game of Dragon Dice, on their way out the door after checking 
the scene at the House of Blues, 

THE OLD GANG 

The traditional online services (AOL, CompuServe, Prodigy and the 
undead Genie) should soon be paying increased attention to social 
gaming-partly due to the perceived competition from the new 
Internet entities but mainly because of the dawning realization that 
these games could be the hook that brings in more subscribers, who 


will end up having to purchase extra hours to feed their habits. 

There’s great hope that this could be the trick to turn these monoliths 
of dubious profitability into solid moneymakers. 

While CompuServe is expanding its gaming area and Prodigy is 
planning to do so through Engage access, it’s AOL that seems to be 
pursuing the golden goose of gaming most vigorously. Not only will 
the service offer games from Engage, but it’s also bought up just 
about every traditional online game that was already out there-to the 
point that the new AOL lineup contains just about every 
good game that Genie ever provided. To show they are 
really serious about this online gaming scene, AOL 
recently acquired the ImagiNation Network, the never-very- 
successful prototype for these new services that began 
life as The Sierra Network, 

Unfortunately, no matter how great the response we see 
now from the old generation, they’ll always have the same 
problem they’ve always had with their gaming areas: the 
simple fact that the people who make crucial decisions on 
content and resources generally have no experience with 
the computer game industry and no interest in the hobby 
beyond pure exploitation. This problem will continue to 
produce such embarrassments as weekend-long Virtual 
Pictionary tournaments, because "that is what people are 
playing, isn’t it?” 

This kind of thinking can even be a problem for new 
Internet gaming services like VR-1 (www.vr1.com), VR-1 
seems to talk a good fight, but on close examination the 
company has a board of directors with only one member 
with gaming experience. Despite VR-Vs lack of experi- 
ence with gaming, the company has a healthy respect for the money 
to be made from gamers. Unfortunately, a quick review of their current 
game offerings indicates a staff with a good grasp of PR but an unfor- 
tunate tendency to reinvent games that have already been done or to 
make plans so vague that the title in question could be anything. They 
do show a wonderful sense of the gimmick, though, and their “First 
Digital Comics" series is interesting. The service should have a good 
novelty factor, if it survives. 

Services need to look at what gamers want, but they also should 
be careful not to be too narrow in their focus. MPG Net (www.mpgn 
.com) has held its own for quite a while with exclusive multiplayer 
online strategy and wargames, as well as the Kingdom of Drakkar 
adventure. However, with services popping up with wide focuses and 
commercial-quality games, MPG Net may have to widen its appeal to 
remain competitive. 


JOINING THE PARTY 

The fallout from the business community’s new perception of 
online gaming-lhat it will be a quick source of revenue— is that some 
game companies see it as an excellent way to keep their titles hot in 
an industry in which last month’s stuff is ancient history. There's a 
pack of software companies that are thinking of throwing their own 
servers up on the Web (albeit in a much more limited way than Inter- 
play) so you can go directly to them and play their games. While the 
logic seems to be that the company has the best understanding of 
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ULTIMATE EVIL While pl^ng the alpha version of Uuima Onune, a pla^r gloats 
over a sl^ng. Without the lo% aspiring-to^oodness goals of the boxed games, 
your online personas can be as bad as wanna be. 


how its own games should be presented, I think the reality is that 
these companies want their own pieces of the online pie, 

GTE is planning its own large online game called Siege, and 
Blizzard is considering an Internet platform to showcase its tine multi- 
player titles. Origin seems to have the clearest focus with Ultima 
Online, which will deliver a huge, dynamic CRPG based on its immor- 
tal Ultima series. Here, players will be able to wander about a land- 
scape so large that it could take eight hours just to walk a character 
from one side to the other. But it’s not just size that could make this 
the most important step in the evolution of the CRPG prior to the 
invention of the holodeck-it’s the level of planned "reality" built into 
the world, with everything from weather patterns to seasons, flowing 
around an ecosystem where players could just as easily stumble 
across an ore battling a hobgoblin as they could a pirate raid, and 
where both combats would continue even if the player runs away. 
Players would gain access to this new world with the purchase of the 
Ultima Online CD from a retail store, and then simply link up with hun- 
dreds of others to write virtual history in Britannia. At the moment, 
though, there are no concrete plans to give any other Origin property 
this same kind of treatment. 

Some of us will probably say “the more than merrier." but I have 
two problems with this "us too” approach to online gaming. The first 
is that smaller companies may rob themselves of manpower or even 
bankrupt themselves on a risky investment, which may never do any- 
thing except drain money. I am sure there are few tears at Sierra over 
unloading the ImagiNation Network. 

The other problem is that these attempts to reinvent the wheel 
could reduce the variety of games on the services that already exist. If 
everyone tries to serve up their own games, the only way for them to 
survive would be to keep their titles to themselves. This would mean 
that consumers could have to sign up to 10 different servers to get the 
mix of games they want. And that, I suspect, is just not going to hap- 
pen-with the result being a serious stumble for the whole online 


WHERE TO SIGN UP 

Two things are sure in the burgeoning online gaming 
industry. First, there will be at least as many losers and 
“nice tries" as there will be winners. Second, there will be 
things going wrong (and right!) that nobody has even 
remotely foreseen yet, 

Given this, the best advice I can give for the next year or 
so is to be cautious and don’t let initial problems get you 
down. The smaller the service you are attracted to, the less 
of a long-term commitment you should make. You don't want your 
$200 full-year subscription fee to buy you an “out of business" sign 
four months later. Also, some smaller servers may end up being swal- 
lowed by the bigger fish, and you don’t want to end up in a system 
you never planned on joining. At this point. I’d sign up lor at least one 
of The Big Three, and keep an eye on the smaller servers that offer 
truly unique, advanced gaming, like Ultima Online. 

I’m thrilled with new advances in Internet technology, which will 
allow real-time voice chatting while gaming, and even with the "float- 
ing head" 3D chat rooms that 3-D Live Technologies is working on. 

But I’m not sure anyone has worked out the social dynamic of these 
things. For those of us who have seen the ego wars that rage through 
newsgroups and in Duke Nukem 3D deathmatch waiting rooms, there’s 
some trepidation over having the whole scene be that much more in 
your face. Never mind the problems parents will have finding a civi- 
lized place for their younger teens to play SimCity 2000. 

THE REAL DRAW 

With most of the servers offering many of the same games and cer- 
tainly covering the same gaming bases (strategy, action, RPG), the 
most popular sites will probably be the ones (hat manage to create a 
sense of community. 

if there is a lesson to be drawn from other Net-communities, 
whether they’re focused on the environment, music or nude beach 
volleyball, it’s that folks will probably want to stop by for a quick game 
and chat in a Net place "where everybody knows your name." Online 
gaming execs would be smart to realize that the ImagiNation Network 
never broke out because of too few cutting-edge titles, too many card 
games, and too much “cute." But INN’s attempt to create a gaming 
"town” was a good idea. Net gamers are just aching to be part of a 
tribe. They argue passionately based on their allegiance to various 
games, companies and types of hardware. The first one to give them 
a place to call their own will probably come out on top in the end. 
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gaming industry. Ideally, I think it will be healthier to have a 
half-dozen services, with dozens of games each, rather than 
40 half-capable services with three games each. 

But all is not lost. Even companies that are not planning 
large server projects are still planning to invest effort in the 
production of online games to be marketed by hungry gam- 
ing services. 3D0, which already supports a server for its 
first-person RPG Meridian 59, is planning to put even more 
effort into the creation of properties to be run from larger 
services. Next year should see the company firmly establish- 
ing itself as a supplier of online titles. 
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"WE COULDK'I SAID II DEIIER SORSELHES: 

— Ihe Blubs 

The Blubs, your average family of space aliens, are in a heap of trouble. 

They've crash-landed in a garbage dump and need you to help them put their ship 
back together so they can get back home to their less odorous planet. 

That is, before a gang of intergalactic bank robbers can get ahold of them. 

Find out why the critics are calling Down In the Dumps the funniest, best-looking 
and smelliest 3D graphic adventure game ever 
to (dislgrace a computer screen. 
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Playing Soon On 
ANoiNearVliu 

H ere’s a list of the gaming services mentioned throughout this feature, along with the URL to access 
each from your Web browser. We've also included lists of the games announced for each service. 
Some are active already, while many others have been announced for future availability. In the fast- 
paced world of online gaming, new games are becoming active each week. For instance, as this article went 
to press, TEN had only Duke Nukem 3D, Dark Sun Online, Warcraft, and Command & Conquer “live,” but by 
the time you read this. Panzer General, Deadlock, Necrodome, and a number of other games should be 
available. So hit the Web and find out what's playingl 


SERVICES MENTIONED 

E AOL 
www.aol.com 

AD&D Neverwinter Nights 
Air Warrior 
Black Bayou 
Casino Poker 
Federation 
Gemstone III 

Gemstone: Dragon Realms 
Legends of Kesmai 
Modus Operanoi 
NTN Trivia 
President ’96 
The Realm 

Trivial Pursuit Interactive 

Catapult/X-Band 

www.xband.com 

Doom II 
Final Doom 
Hardball 5 
Hexen 
Locus 

Marathon 2: Durandal 
MechWarrior 2 
Star Control 3 
I Ultimate Doom 
WarCraft 

CompuServe 

www.compuserve.com 

Air Warrior 
Barbarossa 
Bahletech: Solaris 
British Legends 
Casino Poker 
Destiny Online 
Harpoon Online 
Island of Kesmai 
Legends of Kesmai 
MegaWars I and III 
Sniper 

^ Star Rangers 

I DWANGO 
www.dwango.com 

Big Red Racing 


Descent II 
Doom 
Doom II 

Duke Nukem 3D 
Final Doom 
Heretic 
Hexen 

Terminal Velocity 
Ultimate Doom 
WarCraft II 

Engage Games Online 
www.gamesonllne.com 

Castles 2 
Descent Online 
Descent to Undermountain 
Dragon Dice 
Mud II 

Rolemaster: Magestorm 
Shahered Steel 
Splaherball 
Total Control Football 

Genie 

www.genie.com 

Air Warrior 
Armored Assault 
Bahletech: Solaris 
CyberStrike 
Dragon’s Gate 
Dragon’s Tale 
Federation 
Galaxy I 
Gemstone III 
Hundred Years War 
Island of Kesmai 
Modus Operandi 
NTN Trivia 
Orb Wars 
RSCards 
Stellar Emporer 

ImaglNation 

Network/CyberPark 

www.inngames.com 

Front Page Sports: BaseBall Pro 
The Incredible Machine 3 
MissionForce: CyberStorm 
Red Baron II 
Trophy Bass 2 


MPG Net 
www.mpgn.com 

Backgammon 
Empire Builder 
Fiefouest 

IMPERIUM 

Junta 

Kingdom of Drakkar 
Minion Hunter 
Operation Market Garden 

Mplayer 

www.mplayer.com 

Big Red Racing 
Chaos Overlords 
Command & Conquer 
Deadlock 
Havoc 

MechWarrior 2 
Quake 

SimCity 2000 
Terminal Velocity 
WarCraft 

Total Entertainment 
Network (TEN) 
www.ten.net 

CivNet 

Command & Conquer 
Confirmed Kill 
Dark Sun Online 
Deadlock 
Deadly Games 
Duke Nukem 3D 
Falcon 4 

Master of Orion 2 
Necrodome 
Panzer General 
SimCity 2000 
Terminal Velocity 
WarCraft 

VR-1 

www.vr1.com 

Air Ahack 
ArachNet 
The rift 

The SARAC Project 


COMPANIES MENTIONED 

3D0 

www.3do.com/studio3do 

Meridian 59 

Blizzard 

www.baltle.net 

Diablo 

Starcraft 

ICI 

www.icigames.com 

Planetary Raiders 
Warbiros 

Kesmai 

www.kesmai.com 

New World Computing 
www.nwcomputing.com 

Virgin Interactive 

Entertainment 

www.vie.com 

SubSpace 

Westwood 

www.westwood.com 

OTHER GAMES MENTIONED 

Age of Discovery www 

.islandnet.com/ ~ dgreenin 
/emg.htm 

ChessMaster 5000 WWW. 
chessmasternetwork.com 
ESPN Spoilsnet espnel. 
sportszone.Gom 
Fantasy sports leagues 
President ’96 
www.pres96.com 
Stars www. 
webmap.com/star 
Ultima Online www.owo.com 


SIMCITY 2000 NETWORK EDITION 


The world’s most 
popular simulation finally 
gets some competition. 
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is the server that brings 
the players together — 
before trying to bring 
them to their knees in a 
mad scramble for power. 


Plafev S 

surveys the city looking 
for suggestions he can 
make to the group on how 
best to beautify their bur- 
geoning burg. 


Plans' 3 

is in the midst of heated 
negotiations with Player 
I that could bring some 
much-needed revenue to 
her district. 


checks out the new sta- 
dium and power plant he 
shrewdly got approved 
at the city’s last real-time 
town meeting. 



after years as the only city simulator in town, SimCity 2000 now has some 
worthy competitors. Namely, you and three friends, competing for resources 
and revenue over the Internet or a LAN. Or two of you can go head-to-head 
over a modem. It's the SimCity 2000 Network Edition — now ready to compete 
for your free time. 

When you’re building a mega-metropolis, two heads (or three or four) are 
better than one. So import saved SimCity 2000 cities or start a new urban 
sprawl. Chat live with your connected commissioners. Wheel and deal for 


property and vote in town meetings. 




Or forget back-scratching and try back-stabbing — in a shameless grab for political 
power. The Network Edition. Not just multi-layered. It’s multi-playered. 


M^X I S 


http://www.maxis.com 


Available for Windows 9S. © 1996 Maxis, Inc. All rights reserved. SimCity 2000 and Maxis are registered trademarks of Maxis, Inc. For product or ordering infor- 
mation, contact your local retailer or call 800-33-MAXIS. Visit the Maxis Web page at http;//www.maxis.com. 
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ADVENTURE/RPG • 

Hot-Wired 

Wizards 

Gandalf From Brooklyn, Meet Doofus From Berkeley 


▲ rise, ye weary role-players, the Dark Ages of 
the RPG are about to end. After a long, dis- 
mal drought in new gaming experiences, 
the coming year is shaping up to be one 
of the best ever. Along with the release ot 
oft-delayed, hotly anticipated games like 
Daggerfall and Returw to Krondor, a virtual 
explosion in multiplayer online RPGs will give you the chance to quest 
and combat with fellow role-players the world over. 

Of course, since online RPGs have been around since the dawn of 
the computer age, they’re not exactly big news. What is new-and 


exciting-is that they are no longer solely text-based dungeon romps 
created and played by sleepless college kids. Realizing the potential to 
hook a vast, dedicated, worldwide audience, major game companies 
are now scrambling over each other to establish a beachhead 
online-some continuing popular franchises that began in boxed 
games, others creating entirely new online worlds. 

The audience is definitely there. Many of the new online RPGs have 
collected thousands of dedicated players before even reaching the 
beta stage. What these gamers are discovering is that the Internet is 
returning to the genre the key element that attracted and sustained 
role-playing enthusiasts in the first place: human interaction. Unlike a 
computer A(, human players provide 
gameplay that is original, fresh and unpre- 
dictable every time you log on. With com- 
panies promising ever-evolving worlds 
with new quests and characters constantly 
added to the mix, online RPGs just might 
be the holy grail of imaginative computer 
role-playing. Here's a rundown of some of 
the hottest titles in development so far. 

For AD&D fans, the big news in online 
gaming is SSI’s Dark Sun Online, the 
company’s last scheduled AD&D product. 
Available exclusively on TEN by 
year’s end. Dark Sun Online 
brings you back to the bad-ass, 
bone-dry world of Athas for 
more magic and mayhem, only 
now you can explore it with 
AD&D fans the world over. 

The game, in beta at press 
time, closely resembles the 
boxed Dark Sun games, 
with the same overhead 
view and interface. This 
isn’t particularly great 
news, however, unless you 
really love those games, as the graphics in 
these two- to three-year-old games now 
look quite dated. As befits the war-torn 


P erhaps the most eagerly awaited— and most promising— multiplayer online RPG is 
Origin’s Ultima Online, which will open and expand Lord British's legendary Brittania to 
Internet gamers around the world. The game introduces a new Ultima engine with an 
isometric view and 16-bit color— not a revamped Ulbma 8 engine, as reported elsewhere— so 
this should be a brand-new experience. Nonetheless, anyone who’s played the boxed Ultimas 
will find some familiar sites in this online world, as 16 of the cities from the original games 
will reappear here. Your character can only be human, but you will have multiple prafessions 
to choose from. The game will also be skill, rather than level, based; you’ll need to learn and 
practice attack, defense, spell and artisan skills to better your character's standing. 

The most exciting thing about Ultima Online is that it’s ever-changing and completely 
open-ended: gamers can join up and then roam the world as they wish. Although Origin will 
supply quests, you are not required to participate. Your role in Brittania can be 
whatever you like: trader thief, gossip— maybe even just pest 
Nor; in a departure from the boxed games, must 
you commit to Avatarhood. You 

can dedicate yourself ^ 


instead to criminal y 

behavior and be as bad \ 

as you want to be; it will ' 
be up to the player com- 
munity (and NPC guards) to 
enforce order. Players are 
encouraged to form their 
own guilds; during the beta 
test many had already begun 
to spring up, complete with 
Web pages. (For more on Ultima ■ 
Online, see Paul Schuytema’s 
column on page 131.) 
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RATS IN WONDERLAND AD&D fans will want to check out the multipl^r incar- 
nation of the scorched world of Athas in the new Dark Sun Onune. 


uses a first-person 3D perspective, which, aiong with reiativeiy com- 
piex movement, creates an impressiveiy immersive environment. 
Whether the gameplay matches the environment remains to be seen, 
as the game is still in beta, but our experience was pretty good. The 
Meridian world itself feels huge, with a mixed environment 
of cities, forests, mountains, rivers and more. The game 
follows basic RPG conventions of character creation: as 
in Ultima Online, improvement is skill-based (rather than 
level-based). Gamers can create independent guilds to 
ban together for common goals. In its beta stage, 
over 35 guilds— completely independent of 3DO— 
were up already, many with their own Web sites. (To 
see a cool example, check out the Dragon Order 
Guild at home.sprynet.com/sprynet/zexor.) 

Another company that knows adventuring is 
Kesmai, who for years has been entertaining 
gamers online with the classic multiplayer 
RPG, Island of Kesmai. Thai game still exists, 
but the bigger news is that the company is now working on 
a new version of the game, calied Legends of Kesmai, which will fea- 
ture a brand-new SVGA graphics front end. Available soon for AOL, 
CompuServe and Earthlink, Legends of Kesmai will allow hundreds of 
users to simultaneously explore the world as never before. 


Dark Sun world, SSI has said that DSO will be heavy on combat and 
full of monsters, though the city of Tyr will be a (mostly) safe zone. It 
won’t all be hostile though-gamers can organize into groups and 
guilds, or even just blab with one another through a well-implemented 
chat zone. 

Blizzard’s action-RPG, Diablo, will also be an Internet-playable 
game. This title, with its slick interface, beautiful graphics and atmos- 
phere, and fast action, might put oft a tew traditionalists, but it’s sure 
to win over most of the RPG crowd and draw in a raft of action and 
WarCraft II fans. With tons of spells, monsters and NPCs 
and a database of 30 miniquests-6 to 8 of which are ran- 
domly generated per game-DiABLO is sure to reignite a pas- 
sion for role-playing games, especially given its multiplayer 
options. Along with LAN and modem play, Diablo will support 
up to four players per game over Blizzard’s new online gam- 
ing service, battle.net, which will debut in late September at 
the same time Diablo ships. All you’ll need is an ISP and the 
game. Simply click on a button in the Diablo main menu and 
you’ll be taken to battle.net, where you can adventure in the 
dungeons of Diablo with friends or strangers of different 
skills. The game will support simple deathmatch play but is 
best when you follow a four-player cooperative campaign 
through the whole game. 


SPELL BOUND 

Two other online-only RPGs combine elements of roleplaying with 
first-person 3D-shooter action. Rolemaster: Magestorm, being devel- 
oped by Interworld Productions exclusively for Engage, allows up to 
40 players in three teams to attempt to conquer each other’s shrines. 
Sounds like capture the flag? Well, it is, sort of— except that players 
can assume the role of clerics, mentalists or mages to vary their expe- 
rience and contributions to the game. Though character attributes are 
editable and players will gain experience over lime, traditional RPGers 
might find this too lightweight and action oriented; the game could be 
more successful with devotees of fantasy games like Heretic. 


ANOTHER WORLD 

3D0’s Meridian 59 is one of the best examples so far of a 
graphics-based fantasy RPG world created exclusively for 
online play. Unlike the games discussed thus far. Meridian 59 
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DEM BONES One of the season's hottest games, Diablo, will bi 
hotter online, where multiple players can dismember skeletons 
In the name of global interaction. 



In a similar vein is Viacom New Media’s ArchMage: War of the 
Wizards, a Windows 95 title being developed by Simutronics, the com- 
pany behind the immensely popular text-based RPG, GemStone III. 
Archmage, which is scheduled to be available on commercial online 
services by year’s end, will pit two teams of wizards (up to 1 6 players 
total} against each other in a battle over crystal spheres. Wizards can 
collect up to 50 spells, and can gain experience over time to collect 
enough power to become an archmage. Again, the action slant might 
make this a game that will appeal more to fantasy action fans than tra- 
ditional role-players. 
(Simutronics, by the way, 
has also recently released 
a brand-new text-based 
RPG called Dragon 
Realms, now available on 
AOL.) 

A third action-oriented 
RPG, and perhaps the 
most intriguing of the 
lot-especially for comic 
book tans— is Siege, a 
joint venture from GTE 
Entertainment and 
WildStorm Productions 
(home of artist Jim Lee 
and creators of the 
Wildcats and Gen 13 
comic books, among oth- 
ers). This Internet-based 
multiplayer game will 
combine RPG and 3D- 
shooter action in an 
ongoing story that will 
take place simultaneous- 
ly on the Internet and in 
a published comic book. 


> MllDsInYoorEyt 

_l^ ole-playing over the internet has been alive and well for years 
in the lorm of hundreds of fexf-based games called WlUDs 
^^Pk(multiuser dungeons), each a self-contained world with its 
own culture, customs and social structures. MUDs can be so complex 
and involving that they’ve been known to completely swallow gamers' 
lives (which, ol course, we would never condone here), and there are 
so many to choose from now that Ihey're likely to still be around long 
alter everything else in this section has come and gone and possibly 
up until cockroaches (or apes) take over the planet. This is essentially a 
long-winded way of Sirring that, if you’re interested, you’re going to 
need lo check them out yourself, since we couldn’t possibly cover 
them all here even if we weren’t so long winded. But we can at least 
point you in the right direction. 

Possibly the best source lor MUD lislings is lydia Leong’s Web site 
(www.cisupenn.edu/~lwl/mudinfo.html), from which you can access 
her huge MUD Resource Colleclion (a-list of of links to MUD sites) and 
MUD Home Page Links, which features a huge list of MUDs classilied 
by genre You might also wani to check out the Usenet newsgroup 
reegamesmud for late-breaking MUD announcements 


The plot involves the misadventures of an elite military tactical team 
after they become "genetically enhanced" (we don’t dare guess how) 
following a mysterious mission. This story will begin life as a comic 
book released in December, with a new issue to follow every six 
weeks. The online game will pick up where the story leaves off, with 
users able lo inhabit the identities of their favorite characters and play 
out the action from the book. As new characters, weapons and sce- 
narios are added to the comic book, GTE will add these elements to 
the game. Sounds odd, to be sure, but from oddness, Frodo, great 
things often come. 

At press time, new online RPGs seemed to be cropping up taster 
than we could type them up. We’ll keep you apprised of the latest and 
greatest developments in upcoming issues. 



FRIED WIZARD SANDWICH Fireballs are just one of the weapons in 
your arsenal in Viacom’s ArchMage: War of the Wizards, an action- 
oriented RPG for commercial online services due later this year. 
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entwine yourself in 
darkest desire... 


Visit www.sierra.com, see your local dealer or call 1.800.757.7707 


(S) Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc. 

U.S. Patent Nos. 5,430,835 and 5,377,977. Other U.S. and foreign patents pending. 

All rights reserved. 
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Kesmai Corporation 
is proud to announce a 
major new development . . . 

^rTe s 

online games™ 


If you're uncertain about how to reach customers in the exploding 
online multiplayer market, we at ARIES® Online Games are 
Mpathetic with your problem. No matter how much Engaging 
rhetoric you hear, it's a fact that most large-scale development 
platforms simply aren't proven yet. 

Except for one; ARIES Online Games. 

ARIES works. Right now. And if your product cuts the mustard 
we can put it in front of over 12 million paying online customers 
through our existing distribution agreements with America Online, 
CompuServe, and Prodigy. 

Plus the Internet, through our relationships with Internet service 
providers such as Earthlink. 

We're already doing it for developers like Interactive Magic, 
Kesmai Studios, 20th Century Fox, Masque Publishing, Interactive 
Broadcasting, and others. 

It's simple, really. On a scale of one to Ten, ARIES rates a fifteen. 

PLAY GAMES NOW! 

www.ariesgames.com 

Publishers and independent developers should contact us at 
ioebudd@kesmai.com 

Aries Online Games is a UNews Corporation Company 

ARIES is a registered trademark of Kesmai Corporation. All other trademarks are property of their respective 
holders. Copyright 1996 Kesmai Corporation. All rights reserved. 
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T here's endless debate about which game is better— Quake or 
Duke Nukem 3D-but something all parties - 

agree on is that both games command - ’ 

huge followings over the Internet. Both have a variety \ ■ 
of multiplayer options, such as direct connection, \ ' » 
modemandLANplayand, of course, Internet gaming. ; \ si; 
Duke is available for play over TEN and DWANGO; it's \ ' ' 

not designed to be played directly over the Internet. \ 

Quake, on the other hand, can be played directly over the v ’ 
Internet ntitof a gaming service, as any player can start \ 
a server for the game. As for online gaming V 

services, Mplayer will be the only one tr'.'iC 

offering Quake, since it has an \ StV 

exclusive on the title. \ . 


The best multiplayer 
though, is yet to come In addition to let- 
anyone with an Internet connection play 
lAKE, id will also offer a virtual database 
Aihere all deathmatches and frags can be 
recorded, for gamers anywhere to see 
and aspire to, John Carmack, Id's 
lief programmer, is also working on a 
1 speed up gameplay and cut down on 
month’s first "Quake Cheats & Tips” col- 
umn on page 178 for QuakeWorld details 


Ihe online gaming service 
DWANGO or on servers created 
by Ihe countless Doom freaks 
still fragging away on Ihe Net. 
Hexen and Heretic, two Doom 
clones developed by Raven 
Software that skirt Ihe edge of 
role-playing with fantasy 
themes, can also be played 
over DWANGO. 

SSI will also be releasing a 
3D first-person shooter called 
Necrodome, a mix of Doom and 


ACTION • 

Connect, IWitch, 
and Splatter 

Online Gaming Sen/ices Offer An Action-Intensive Lineup 


A ction games are one of the most request- 
ed types of games online, but untortun- 
ately they don't lend themselves to the 
Net. At least, not yet. There is still the 
issue of latency over the Internet, which 
could cut the frame rates of games that 
usually run at a minimum 20 frames per 
second in half. Still, there is a huge demand for action games 
online, as evinced by the thousands of gamers who daily brave 


horrid latency delays and expensive phone bills to play Quake and 
Duke Nukem 3D over the Internet. 

While the technology hasn’t quite come up to speed, there is a still 
a good variety of action games on the internet, it you're a gamer with 
a twilch-and-tlex itch, I’m sure you’ll find something that turns you on. 



'Ill 1.: • 


Ground Combat. 
Rampage by Jaap. 
Aerial aseault. 
Modee of 
Combat: 
NO UMfTSa 


Revolutionary 
XnGine” 
True 30 syatem. 

6“ of freedom. 
Control £ 

NO UNin 


i 

auHtSDASOriBlOK^ 


1370 Piccard Drive, Suite 120, Rockville, MD 20850 • BBS; 301 990-7552 • Fax: 301 926-8010 • Website: http://www,bethsott.com 

THE TERMINATOR® 1984 Cinema '84. A Sreonterg Rffliiers Patosflip, All rights reseived. Licensed by Heiniale F^Gotporaiioo; THE TERMINATOR™ 

TM (Jesignales a liademaik of Qnema '84. A Greenberg Broihers PaXpiixAII other irademarks are ihe proijetty of'iw cegii^N'e oRrers 
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Explosive Multiplayer Action. 

Compete as one of 
G Combatants 
or 2 Cyborgs. 
IPX LAN/Modem. 
Deathmatch: 
NOUMrrsa 

City streets. 
Los Angeles Hills. 
Interiors/Exteriors. 
Sk^et Compounds. 
Multiplayer Battlefields. 
Single Player Missions. 
True 30 SVGA Visuals. 

Environment; 

NOUMrrsa 

Weaponry: 20+ total. 
Heabseeking missiles. 
Motion tracker. 
Methods of 
Destruction: 
NO UMRSB 



ACTION • online! 



the PlayStation’s Twisted Metal. You’ll get 
to alternately mow down people from 
your car and on foot with a variety of 
weapons, over a variety of levels where 
you can also blow up in-game objects 
and scar the landscape, Necrodome will 
be available for play over TEN in 
September. 

Engage, a new online gaming service 
with its roots in Interplay, will also be 
offering up its fair share of hot action 
games. Of course. Interplay’s flagship 


^ If vou’re a 
gamer with a 
twitch-and-flex 
itch, you’ll find 
something that 
turns you on, 
on the 
Internet. 77 


j _ SpawlEwsUp 

S omelimes it’s tlie simple things that grab you. SusSmcE, lor instance, doesn’t have stunning graphics or a compiicated set ol 
missions, but it’s pretty addicting anyway. Piayers iog on, choose a hame, seiect one of lour ships, decide which arena is seeing 
the most action, and jump right into the fray. Upon entering a zone, the player is assigned to a squadron. Vbu liy around, pick- 
ing up powerups and blasting away at anyone except teammates (or at them too. if you want to be unpopular}. Players get points lor 
kills based on their opponents’ bounty. Because a new player’s bounty is small, more-advanced players will tend to leave him alone until 
his skill-and kill value-increases. Alter racking up a certain number ot points, players are invited to enter the elite zones. 

SubSme is very easy to learn, but provides enough depth to keep things interesting. The variety ot ships and weapons, and the clever 
touches like being able to piggyback with a squadmate, let more strategy-minded pilots rack up points right along with the top guhs. 

Chat mode lets a player broadcast messages to the entire zone, or chat privately with his squadroh or an individuai. Spinted trash-talkers 

may also program their taunts as macros Many players have 

6 ®^ -=*=- formed tournament leagues, complete with elaborate Web sites 

ig I With emphasis on the functional rather than the flashy, 

^ J SueShvcE’s latency was quite good in the beta version we 

a played. Even at modem speeds under 14.4 Kbps, ship han- 

V ; dling was excelieht, and even though opponents sometimes 

^ i| I; lumped around, they could still be targeted fairly easily. 

a "'V* ■ -■"■3 ■} Though the graphics were still beihg revised at press lime, the 

u, ■ - : tradeoff in speedy gameplay will be hegligibleSueSwcE is 

a * — ■-< available only on the Windows 95 platform, and requires an 

g D ^ Internet connection. See www.vie.com lor more information 

g §1 § j H-vy-Ei-r*: on downloading the current veision.-/ateHec!s/rom . 


■ 1B1SIWI . 
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INTRODUCING THE FIRST VR GLASSES THAT GO TO YOUR HEAD. VIRTUAL i-glasses! GIVE 'Z ‘ 
YOU MEGA BIG SCREEN ACTION AND THE FREEDOM TO LOOK IN ANY DIRECTION YOUR 
HEAD CAN DREAM UP SCREEN SHOTS ARE FROM OCEAN'S EF2000, THE HOHEST NEW 
HEAD TRACKED COMBAT FLIGHT SIM. FEATURES: RAPID RESPONSE HEAD TRACKING 
IMMERSIVE BIG SCREEN SUPPORTED BY MORE PC GAMES THAN ANY OTHER VR PRODUCT NO INTERNAL CARD 
NECESSARY WINNER OF EVERY VIRTUAL REALITY PRODUCT AWARD 3-D STEREO CAPABLE LIGHTWEIGHT 
ERGONOMIC DESIGN SPATIALIZED AUDIO VPC & VR PRO MODELS AVAILABLE STARTING AT S499 



HURRY UP AND HEAD OUT TO YOUR NEAREST COMPmn OR CONTACT VIRTUAL i-0 AT 1 - 800 - 646-3759 OR hltpVM-™. vlo.com. 


I glasses! 


YOU HAVEN'T SEEN THIS BEFORE '' 

Circle Reader Service #275 

©1996 Virluol i-O. All Rlgl'ts Rosorveci. Virtual i-O and Virtual l-glassosl vpc i vr pro are trademarks of Virtual i-O, Inc. 
©1995 Ocoan o1 Americo, Inc. © 1995 Digital Imago Design. All tradomarks are the property of their respective owners. 







SET A DATE YET? Interpl^’s hot action title, Descemt, will appear exclu- 
sively on Engage, tor eight-pl^r deathmatches with new ships and 
levels, . , . • „ . . 


► UMITEO MAYHEM Only the Hyper Melee portion of Star Comtrol 3 
will be online on XBand's Catapult gaming service. Alas, since Hyper 
. Melee only offers Siar Con 3 ships, some Star Con 2 vessels, like the 
; Yehat, will be left out. 


THE GRAB BAG 

Among the other action games 
available online are stand-alone 
games that have online play options, 
as well as games exclusive to the 
Internet. 

SubSpace, a top-down space shoot- 
ing game, is part of the latter. Created 
by Virgin's Burst development team, 
it's reminiscent of the ancient 
Asteroids or Star Control’s Hyper 
Wetee. Dozens of players can be 
engaged in a single game at one time, 
and with its ease of control, 2D graph- 
ics and low system overhead, it's 
designed to be a fast, simple game 


that’s easy to pick up (see the “Spacewar! Grows Up” sidebar). 

Though not technically an action game, the action portion of 
Star Control 3. Hyper Melee, will be playable online, over 
Xband’s Catapult gaming service. Look for the full product to 
finally ship in November. 


action title. Descent Online, will be playable over this gaming service, 
and will offer two new ships, the Aggressor Prime and The Tigg, in 
deathmatch mode or team play. 

Descent to Undermountain, a 3D action game set in the 
Advanced Dungeons & Dragons universe, will also be playable over 
Engage. It uses the Descent 3D engine to propel the player into a 
series of underground dungeons, and will allow multiple gamers to 
venture into the dark dungeons of Undermountain together to 
defeat the Dark Elf Goddess Lloth, For those with an eye less 
toward cooperation and more toward 
bloodshed, there will also be death- 
match play. Action in this title is 
much more visceral, as you engage 
dark elves, ogres, trolls, and a 
menagerie of other fantastic AD&D 
creatures in melees with swords and 
magic. Engage should go live at the 
end of this year, debuting with a 
dozen games, among them Descent 
Online and possibly Descent to 
Undermountain. 
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THE EXPLOSIVE 
NEW STRHTEGV GRME 
FROM THE CREHTORS 
OF MILLION-SELLER 
GOMMHNO & CONQOER 

Super VGA Graphics* intensify 
realism and excitement 

Multipiay features include Internet 
Heacl-to-Head* and 8 player IPX 

Fight over land, sea and air. 

Thirty new units and structures to 
choose from including MIGS, spies, 
destroyers, submarines and more 

Now battle maps are twice as large 

Over forty missions to play and , 
dozens or multiplayer maps “ 

Two CDs-one for you and one 
to lend to your favorite victim 



Rll file potuer. None of the responsibilitij. 


Create and trade battle maps with 
new terrain editor 

Three game difficulty settings 

Dozens of close-ups and action movies 

Internet access tonight!* Play against 
competitors across the world with 
Westwood's FREE Chat Pragram** 



'Windows *95 version only 
’*Requires existing internet access 


Available this Autumn for 
Windows®95 & DOS CD-ROM 


ood.com V 
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ONLINE 
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YOU SUNK MY BATTLESHIPI Those hankering for yesteivear can have | 
their nostalgia and blow it up— in real tim^playing Battleship on the ' 
Internet. ■ 


r here really aren’t any great puzzle games 

scheduled for the Internet anytime in the fore- 
seeable future (we’re still waiting for Full- 
Contact VR Tetris}. Computer versions of old 
board-game classics, however, have become 
the Next Big Thing. Old Mr. Pennybags holds 
the Internet Monopoly, where you can play 
opponents the world 'round, converting German marks to British 
pounds, rubles to dollars, and so forth. There’s even a dedicated Web 
site where you can meet fellow Boardwalk tycoons. 

Far from resting on its laurels, Hasbro Interactive has an ambitious 
publishing schedule for the next year. Not every game will feature 
Internet play— you won’t be able to engage in world-wide manhunts 
for Colonel Mustard and the candlestick in Clue. Bahleship, though, 
is a big surprise, transformed from a childhood favorite to a fast- 
paced real-time environment. Fleets maneuver over the ocean grid, 
rather than being frozen in place, and the tame “6-6, hit!" has been 
replaced by cruise missiles, aircraft, even stealthy submarines, all of 
which gleefully target enemy vessels. All this increased activity 
shouldn't cause much of a latency problem, given the small fleets 
engaged on the game “board." Best of all, the chat feature lets you 

hear “You 
sunk my bat- 
tleship!" from 
opponents 
fighting in any 
of the vast 
oceans of the 
Net, And 
while this cer- 
tainly won’t 
challenge 
Quake from a 
technological 
standpoint, it 


DUCK! Piling Risk! over the Net, up to six players 
per game can vie for control of Uie Napoleonic- 
styled elevated landscapes 


looks to provide plenty of the same sort of mindless fun. 

Even if Bahleship is a surprise hit, the most eagerly awaited classic 
game has to be Risk! The animation we've seen is, if anything, better 
than that Monopoly’s, with sabre-rattling cavalry charges and booming 
cannon fire accompanying each attack. The territories, from Yakutsk 
to North Africa, are still a geography teacher’s nightmare, but they 
make it to your monitor unchanged by the ravages of time. There are 
even cards to "flip" and dice to “roll,’’ for the purist. Hasbro insists 
that their bevy of Risk! experts are putting the Al through its paces, 
hopefully avoiding the tepid opponents of computers past. Both the 
original French and modern American versions (with some extra rules 


from Castle Risk! thrown in) support modem and Internet play; but if 
world domination’s your game, you’d better upgrade, because Risk! is 
Windows 95-only. 


MAKE YOUR MOVE 

Chess might be the easiest of all games to play over the Internet. 
After all, the game is turn based, with only one piece moving at a time. 
Mindscape is using this simplicity to good effect, by launching a coordi- 
nated gaming assault for Chessmaster 5000. In addition to the excellent 
Chess engine, wide array of computer opponents and thorough data- 
base that make CM 5000 great for solo play, Chessmaster Online offers 
one of the best gaming Web sites we’ve seen. The variety of chess 
clocks, including the new “Fischer clock,’’ let you experiment with all 
manner of time controls for Internet play. The quality of competition 
(occasional visits by 


GMs), news and tour- 
nament listings, com- 
mentary by top players 
(including the reigning 
California champ. Curt 
Schilling), and gor- I 

geous graphics make I 

this a great environ- I 

ment in which to 
hang out and push i 

pawns, (For more on 
CM 5000, see last 
month’s review.) I 


f HHti irTiTiiRTT 
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PAWN SHOP Chessmaster Online offers a lot 
more than the usual dry chess commentary, 
including news, visits from Grand Masters, 
and tournament listings. 


cc 



ARE. 



THE GAMER YOU 
THINK YOU ARE? 


WHEN THE MISSILES ARE STREAKING 
RIGHT AT YOUR FACE 

WILL YOU HAVE THE NERVE, THE REFLEXES, 

THE INSTINCTS YOU ^ ^ 





A PAIR OF SIMUi 


AND FIND OUT. 


"...at last, a 3D 
gaming system 
worth buying." 

CHET 

The effect is 
ouloflhis world."* 

CompulerLife 

"Simply awesome." 

Coming Soon 
Magazine 


"4 schwings oul of 5." 


p on SimulEyes and slam your gaming 
3D overdrive with the most Spectacular 

i effects going. We're talking real 3D stereo vision here, no HMDs, 

no virtual reality, no cyber-sickness. It's 3D so vivid that Interplay'", Nova Logic", Eidos" and 
dozens of other developers are supporting SimulEyes in loads of exciting new games. 

SimulEyes are ultra-light install in minutes and cost about what you'd pay forthree new 
games. And since it comes bundled with 5 great titles (Descent" IITest Flight, Slipstream” 5000, 

Rise oftheTriad", In Pursuit of Greed:World I, Inc. and Whiplash" Preview) you'll get weeks of 
3D mayhem right out of the box. 

To order direct, orto find the SimulEyes retailer nearest you, call 1-800-SIM-EYES. 

Then put on your glasses and find out how good you really are. S I IH U L £ Y E S 


©1996 SccreoGraphics Corporation. SimulEyos is a trademark of StereoGraphics Corp. Interplay, Descent, Whiplash and Slipstream are trademarks of 
Interplay, Inc. Eidos is a trademark of Eidos Software, Inc. Nova Logic is a trademark of Nova Logic, Inc, RLse of the Triad is a trademark of Apogee Software. 
In Pursuit of Greed is the trademark of .Softdisk, Inc. * Reprinted from ComputerLife, July 1996. Copyright ©1996 Ziff Davis Publishing Company 




~jink/main,html. 

Finally, of course, Ihere are fantasy leagues, 
which have been around forever and only seem to 
be gaining in popularity, not just for football and 
baseball but for every sport imaginable, right down to cricket and 
bowling. All the online services offer fantasy leagues; a particularly 
slick Web league hosted by ESPN’s SportsZone is discussed in the 
Play-By-Email section of this feature. 

For an interesting alternative to fantasy sports, check out 
inventure’s Cyberskipper, an online game currently available di- 
rectly on the official Web sites of the Atlanta Braves, Baltimore 
Orioles and Oakland A’s. This game lets you compete with other 
fans on a daily basis in predicting which home players will per- 
form best in hits, runs, RBIs, homers and stolen bases. Games are 
free, and prizes, such as tickets to games, are awarded. 

So whaddya waiting for? 


AMES • SPORTS 

Top Of The First 

Internet Sports Games Still Warming Up 


20,000 LEAGUES 

For a less direct (but no less entertaining) way to 
play your favorite game with others, try joining one 
of the scores of leagues sprouting up all over the 
Internet and online services. The rules vary from 
league to league-some are organized modem-to- 
modem games; others require you to e-mail your 
game plan to a third-party commissioner who sims 
the games and posts the results. For Hardball 5 
fans, Robert Gardner’s site (www.prairienet.org/~lil- 
prog/hb5.html) is an excellent source of modem 
leagues to join. A good list of FPS Football leagues 
is at hector.unil.ch/~94418290/fbpro/leagues.hlml. 
NHL 96 fans should check out www.nelreach.net/ 


limited if you’re hoping to get online with your favorite boxed title. 
Latency is still a big problem where action-oriented games are con- 
cerned, so if you’re thinking about a five-on-five of NBA Live over the 
Internet-think again. We’re not Ihere yet. 

Sierra's Front Page Sports Football has actually been available for 
play on The Imagination Network for some lime, where two players 
can square off with their favorite NFL teams (unfortunately, for now, 
still with the '94 editionj.When INN reemerges later this year with its 
new look and name, CyberPark, it will also feature Sierra’s FPS 
Baseball Online, a new online version of the company’s latest base- 
ball Sim. Due up by the end of September, the game will provide exhi- 
bition play, in manager-only mode for now. 


M ajor League Baseball plays an official 
game in Mexico.. .soccer matches draw 
sellout crowds in the U.S...John Tesh 
becomes an Olympics sportscaster: Yes, 
the sporting world’s boundaries are con- 
stantly expanding. The Internet, too, is 
proving to be fertile new ground, as sports 
fans the world over are discovering the joys of international online 
gaming. 

But before we gather for a group hug and a round of “We Are The 
World,” we should note that, as of this date, your options are still very 


The new Engage Games Online service is offering online play of 
Philips Media's upcoming Total Control Football. The game, in beta 
at press time, will allow up to 30 teams to compete in two styles of 
online play: general management and on-field action. The game's vir- 
tual front office module is quite unlike any we’ve seen: You’ll wear a 
variety of hats-GM, coach, scout, trainer-to try to drive your team 
towards a season of greatness. Or, if you just want to log on and kick 
some butt, the game will also support exhibition arcade play. 

The only other boxed title we’re aware of that will be available for 
online gaming soon is Sierra’s Trophy Bass II, the sequel to their sur- 
prisingly popular fishing simulation. Along v/ith modem-to-modem and 
LAN play. Trophy Bass II will allow you to compete 
against up to 100 other gamers over the Internet in 
tournament play on 10 real-life tournament lakes. 
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The year's best 

multimedia." 

-Forbes i 

"★★★★★" ; A ' 

(out of five stars) - 1 

-PC Games S 


★ ★★★ 


"A masterpiece I" 

-Rolling Stone 

"Twisted humor and 

startling graphics.... One of the 
' best games you'll ever play!' 
-The Discovery Channel 


(out of four stars) > 

"It will keep you - 
playing for , 

hours. " 

-PC Magazine 







SIMULATION/SPACE • 

Aces Over 
The Internet 

Cyberspace Provides A Deadly Battlefield for Sim Drivers 


Aran 


S O you think you’re an ace pilot, kid? Well, Junior, 
when you enlist in the ranks of online simulation 
squadrons, be prepared to be humbied. No com- 
puter-flown craft can match the cunning 
and unpredictability of 
even a mediocre 
human pilot. If you real- 
ly want to test your mettle, log on to one ot 
the services described below before you 
grab your joystick. If you can emerge 
unscathed from these battles, then you’ll have 
bragging rights, 

PROP WASH 

While historical simulations, especially World 
War II Sims, have been ail but ignored by com- 
mercial sim producers in recent years, they’re 
thriving online. Kesmai’s classic Air Warrior 
has faced a challenge from upstart Id's 
Warbiros, and now Confirmed Kill from Eidos 
looks likely to give them both a run for your money. 

These sims are all targeted at the fairly hard-core sim pilot. They 
model a wide variety of aircraft with a level of realism that will chal- 
lenge even experienced sim pilots-the only WWII simulation you’ll 
find on store shelves that can match the flight models is Fighter Duel. 
Add a dedicated group of experienced fliers who form their own vir- 
tual squadrons and fly regularly, and you have a combat arena far 
more vicious and challenging than you’ll find in any boxed simulation. 
Warbirds and Air Warrior both feature simplified areas geared toward 
beginners, but they’re rarely in use. The upcoming Confirmed Kill will 
have a unique method of matching up players: see sidebar for details. 

Air Warrior has evolved quite a bit over the years— the newest 
version playable on AOL and CompuServe runs under Windows- 
but it sports a graphic look that has changed little over the years. 
The action takes place in a window surrounded by a wraparound 
instrument panel, and while the aircraft interiors are superb, the rel- 
atively flat terrain still uses pyramids to represent mountains. This 
should change soon, with the release of Interactive Magic's boxed 
version of the game (playable both online and as a stand-alone 
sim), which will sport Kesmai’s revamped graphic engine. 


Warbirds is a more graphically impressive game that has evolved 
quite a bit since our initial look at it in these pages. The latest version 
features aircraft carriers and a number of 
new aircraft. ICI has been running period- 
ic campaigns, complete with custom ter- 
rain, The recent Solomon Islands cam- 
paign will be followed by a Russian 
Front scenario, which should feature 
some new planes as well. 

When there’s no scenario in play, 
these sims are more or less organized 
anarchy. The game is always going on, 
and players can jump in, choose a 
country, and start going after enemy 
planes. But a better bet is to join one 
of the many squadrons players have 
formed, where you’ll get the chance 
to fly with other pliers on organized 

missions. 

If you’re looking for a simpler flying experience. Air Ahack from 
VR-1 Entertainment promises a more arcadelike flying experience {the 
game has yet to go online, however). There’s also a multiplayer ver- 
sion of the original Red Baron on INN (the service was recently pur- 
chased by AOL), but the communications delays make the game so 
jumpy that we can’t recommend it. 

BOX SEATS 

As the new Internet game services ramp up for launch, a number of 
sim producers have announced online-playable versions of their flight 
sims. Fighter Duel will be playable on Engage, Falcon 4 on TEN, and 
Red Baron II on INN. How successful these will be probably will depend 
on how much effort is put into tailoring the games for online play and 
how well the games deal with the latency inherent in online play 

A good sign that the games will be playable is the success many 
sim players have had using Kali (see Loyd Case's column in the 
September issue for details on Kali) to play IPX network-capable 
games over the Internet. EF2000 is a current popular play on Kali 
servers, as is Top Gun, and Jane’s has recently patched Advanced 
Tactical Fighters to make it more Kali compatible. The free Net Duel 
patch for Fighter Duel allows nine-player battles over Kali connections. 
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SHATTER DAY An unlucky Mech meets its 
i doom in BattleTech; Solaris. 


SPACED OUT 

You’re not just limited to aircraft sims when you log on-they do 
call it cyberspace, you know. At press time, BattleTech: Solaris was 
available for play on GEnie, and for a free beta period on Kesmai’s 
Web site; look for it to appear eventually on AOL. Set in the same 
BattleTech universe, this game mimics MechWarrior 2 by dropping 
you into the cock- 
pit of a giant robot. 
Although the game 
engine isn’t as 
tuned as MW 2’s, 
the variety of 
arenas and objec- 
tives available 
makes it worth 
checking out for 
action sim fans. 
Although Solaris 
concentrates 

almost completely on action, the upcoming Multiplayer BahleTech: 
3025 will also feature a role-playing shell that will allow you to join a 
classic BattleTech house and enter a strategic military campaign. 

Of course, MechWarrior 2 itself is playable online on Mplayer, and 
some gamers have successfully played over the Internet using Kali. 
Interplay's upcoming Shahered Steel, another fast-action giant robot 
game, will be featured on Engage. 

But the most exciting news is Activision's inclusion of in-the-box 
Internet play support-no commercial gaming service required-in 
the upcoming MechWarrior 2: Merceuaries. You’ll be able to connect 
directly to a multiplayer game using TCP/IP, and a separate server pro- 
gram will be included as well. With no dollar-clock ticking in the back- 
ground, 

Mercenaries has 
the potential to 
rival Quake in 
time spent play- 
ing online. 

It’s not all giant 
robots, either. ICI 
is following 
Warbirds with 

Planetary 

Raiders, which 
will feature both 
space combat 

and trade. Kesmai is taking Interactive Magic’s underrated Star 
Rangers online, where the sim should truly shine. And while we 
haven’t ferreted out any concrete plans yet, you know it’s just a matter 
of time before Wing Commander Online is launched. 


MERC-Y KILLING MechWarrior 2: Mercenaries 
will support direct play over the Internet. 


Any network-capable flight sim has the potential to work over Kali, but 
success actually depends on the size of the packets the sim sends to 
the game server and how much iatency the sim can handle. 
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LOGGING TIME 

Of course, there’s much more for the sim fan to play online. Sierra 
will soon launch NASCAR Racing League, based on NASCAR Racing 
2. Look for many new sim releases to have online support from the 
start (designers from groups iike Jane’s Combat Simuiations keep get- 
ting silly, knowing grins on their faoes when we ask about online play 
in future products). As more sim players are exposed to online, multi- 
player play, who knows-we may eventually describe computer-flown Al 
vehicles as "those easy bogies we used to practice on." 



W hen Domark’s agreement with ICI to produce 

CoNHOMEo Kill (CK) fell apart and the game went on 
to become Warbirds. the company (now renamed 
Eldos) didn’t throw Ih the towel. Instead they went back to the 
drawing board to create their own version o( CK. 

Like its competitors, the game will feature a host of ultrarealis- 
tic WWII aircraft, including the P-51D, P'47D-40, P'38J-25, 
Spitfire Mk. V, 11-10, F4F-3, Ju-87G-2, and others. Look for next- 
generation graphics and possibly real-time voice support. 

CK has the potential to really shine with its innovative 
approach to the combat arena. Instead ot portraying a single, 
constant battlefield where all the players fly, CK drops you into a 
lobby where players will be sortable by name, squadron, skill 
level, connection speed, call sign, and rating. There 
you'll see a li; 
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TERRY COIEMAI 


to M002, in that you must build up a huge galactic empire, inter- 
act with several other alien species and wage war against them in 
conquest or defense. Because Star Crossed Software continues 
to update the game, the controls and gameplay only get better 
with each new version. 

The real-time battle for space, StarCraft, is not a sequel, but the 
fact that it draws on WarCraft II's heritage of excellent multiplayer 
gaming means many are waiting for the game with bated breath. 

Blizzard has since 
dropped the entire 
“Ores in space’’ feei 
and gone for a more 
3D, high-tech look. 

The game is still real- 
time, but there will be 
a major improvement 
in gameplay, with 
open space battles, 
space station battles 
and inner ship battles. 
There will also be 

three distinct races to play with different abilities and weaknesses. The 
multiplayer features of WarCraft II, such as the spawning technology, 
large maps and up-to-eight-person play, will still be present. But even 
better, StarCraft will be playable online over Blizzard’s new free online 
gaming service, battle.net. As described in last month's Network 
Gaming feature, it will allow anyone with an ISP and the game to con- 
nect to battie.net for real-time wargaming, at no additional charge 
beyond your ISP fees. StarCraft should be available by Christmas, 
and baltle.net will be up in late September when Blizzard’s RPG 
Diablo ships. 


STARCRAFT This isn’t a copy of WarCraft II 
in space, but a richer game, wr^ three 
races, distinct abilities and refined gameplay. 


THE FINAL FRONTIER 

The long-awaited Master of Orion 2 (M002) is scheduled for 
release this holiday season. This foliow-up to MicroProse’s Master of 
Orion is an expansive space-exploration game that can only be 
described as “Civilization in space.’’ Unlike the original, it will support 
up to eight players in multiplayer matches, with options for quick-start 

or lengthy 
campaigns. 
The game will 
be playable 
online only 
through TEN. 

Another 
strategy game 
in space is 
Accolade’s 

Deadlock, 

which puts 
you in com- 
mand of one 

of six alien races vying for control of a single planet’s resources. 
Previewed in our May issue, Deadlock has all the makings of an 
engrossing sci-fi world-building game of conquest and diplomacy. 
You’ll be able to play it over TEN and Mplayer. 

Another strategy game in space can’t be found in store 
shelves. You’ll have to point your Web browser to 
www.webmap.com/stars to play Stars!, a turn-based space strate- 
gy game by Star Crossed Software. This title has a similar theme 


M002 Multiplayer options will send this game from 
merely great to stellar 


When ‘Artificial Intelligence’ Isn’t, Human Opponents Await Online 


T he most oft-repeated complaint of strategy and 
wargamers is that the Al just isn’t good 
enough. Even games like Panzer General, 
Command & Conquer and Close Combat can’t 
offer the unpredictability and intelligence of a 
human opponent. That's why so many strategy 
games have multiplayer options that include 
Internet play. Of course, some developers aren't convinced that multi- 
player gaming has arrived (as Civ II fans are painfully aware), but as 
long as the Al fails to live up to human intelligence, there will be much 
better opponents online. 


REAL-TIME WARS 

Speaking of Blizzard, fans of WarCraft II will finally be able to play 
this incredible real-time game over the Internet, without the use of 
Kali. Interplay has signed an agreement with Blizzard for the exclusive 
right to offer WarCraft II for play over their new online gaming ser- 
vice, Engage. DWANGO, though, at least until some legal action is 
taken by Engage, is also offering WarCraft II for play with its service. 

WarCraft II’s predecessor, WarCraft Orcsvs Humans, will also be 


UVIES • STRATEGY/WARGAMES 

Marching Over 
The Internet 
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COMING SOON 





GAMES • STRATE6Y/WARGAMES 


playable online, through TEN, Mplayer and DWANGO. Another entrant 
into the real-time tray is SSI’s WarWind, which should arrive in stores 
in the next few weeks. This real-time game boasts four unique races, a 
more consistent campaign that allows you to bring troops along to dif- 
ferent scenarios, and a theme that combines magic and technology. 
WarWind will be available for play over Mplayer in October. 

The other real-time player, is of course. Command & Conquer, 
which will be playable over Mplayer. However, Command & Conquer 
FOR Windows 95 and Red Alert, both due later this year, will offer 
TCP/IP support for play over the Internet. Watch for reviews of these 
two products in the upcoming months for more detailed information 
on their Internet play. 


WARGAMES 

Harpoon Online has also 
come of age. Soon to be 
available on AOL and 
CompuServe, the cold war- 
-era game of modern naval 
tactical combat has gotten 
better. Harpoon was a great 
solitaire game, but it gets 
better when you have multi- 
ple human commanders on 
each side and authentic 
opponents to gtoat over. 

Even a routine sub hunt gets 
more exciting when you know an opponent is out there. Two or 
more can compete as theater commanders and, if relevant, force 
commanders. Harpoon Online games can be as short as a half- 
hour and can last for hours. At press time, Kesmai was running a 
free beta test on their Web site. 

Jagged Alliance may well be the computer game version of The 
Dirty Dozen. The turn-based system where you manage groups of 
surly mercenaries is easy to learn and flexible enough to let you 
set plastic explosives, sneak into grass huts and quietly slit the 
throats of the opposition. Now, with Jagged Alliance: Deadly 
Games, you can be more than the commander/babysitter/psycholo- 


CAPTAINS OUTRAGEOUS With 
Harpoon Online becoming available 
on AOL and CompuServe, the 
larger pl^r pool has made battles 
with multiple commandeis on each 
side moiB probable. 
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P ANZER Online offers several smaller scenarios suitable 
for play during a lunch houi; such as Poland. But 
even the larger PG scenarios are manageable, due to 
parameters you define. For example, instead of wait- 
ing for your opponent to take his entire turn, you can move in 
alternating impulses; I move three German units, you move five 
Russians, etc. This results in some interesting ^ 

strategic decisions. Do - — /V 

1 send out tacti- r — ^ 

cal air to soften \ . 

up defenses, \ ^ aW LJW '- ^ 

knowing that my \ 

opponent might ■ \ ^ " 

intercept? Or do I § \ 

throw my superior o \ '■ 

armor into the S\ 

breach, knowing 

that my infantry Si — r — ^ ^ ' 

won't follow until ^ 

the enemy has had a chance to respond? 

These questions are rendered more acute an unusual fac- 
tor for a turn-based game: time pressure. The version of PG 
Online that we saw was experimenting with user-defined time 
limits. You could give your opponent more time (SEy 5 minutes 
an impulse) to move those massive Russian armies, or put pres- 
. sure on a veteran German pl^r giving him only 2 minutes. It's 
: a lot like speed chess with WWII combined amis. When you 
I throw in the extra scenarios designed specifically for two-player 
! play, PG Online looks like a sure winner for TEN. 


gist/confessor of the original. You can design your own Jagged 
Alliance scenarios with the editor and, best of all, assemble a 
team of crack mercernary malcontents to go after teams led by 
other human commanders on TEN. 

Of course, for 
historical 
wargamers who 
prefer the one-on- 
one approach to 
wargaming, don’t 
forget MPG-Net's 
Operation Market- 
Garden. Based on 
the GDW board 
game covering the 
Arnhem campaign, 
where British and 
Polish airborne 

troops were unable to secure the bridges over the Rhine, OMG has 
recently been upgraded to feature music and sound effects. 
Wargamers should log on to MPGN on Monday nights when OMG 
vets gather to challenge each other and tell war stories. 

This is by no means a complete list, but it is a first look at the num- 
ber of stellarslrategy and wargame lilies that will soon be, or are now, 
hitting the Internet. 
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AMES • PLAY BY E-MAIL 



Time Flies When 
Yeu’re On The Net 

Have Your lime and Game, Too, With Play By E-Mail 



I t’s been around since e-mail first appeared. It’s usually 
text-based. It’s always turn-based. Sometimes it's free. 
Sometimes you pay by the turn. It’s not lor everybody, 
but it's an answer for those who can’t be online for 
hours on end and a perfect answer for gamers who 
have very little time to game, period. It's Play By 
Electronic Mail (PBEM). 

At its simplest, PBEM can merely be two players swapping saved 
game files for Panzer General or a host of other turn-based games. At 
its most complex, PBEM can be a multiplayer game where hundreds 
of people play. It offers the advantage of letting busy people play 
games that would normally require a group. Instead, PBEM gamers 
shift time and play games lasting months that would normally be 
played in one evening or one day of real-time, tace-to-face play. 

Multiplayer Play By Electronic Mail is an extension of the postal 
gaming hobby. Multiplayer PBEM is any game where all the players 
submit their move{s} by e-mail, form or online program during an 
established period of time and wait for the response of the batch- 
processed move. PBEM began with games like Chess on mainframes 
and migrated to the online services with Chess and Diplomacy. 

Today, there are all kinds of PBEM games available online with a 
variety of pricing structures. Some are free; some are advertiser sup- 
ported; some require a set fee per turn (these are usually online ver- 
sions of long-lasting p!ay-by-mail games); some charge a flat fee; and 
some charge by the hour. This article will list some of the multiplayer 
PBEM games with which we’re most impressed. 

Hundred Years War (currently available on AOL); Master 
wargame designer Jim Dunnigan has developed an amazing experi- 
ence where hundreds of players assume the roles of medieval 
nobles and vie for control of fiefs in France and England. To some. 
Hundred Years War is a role-playing game with player interaction 
being the key. To others, HYW is pure diplomacy-the art of the deal. 
To others, it is a turn-based wargame with economic elements. HYW 
is all of these and more. 

Nobles use a simple menu-based form to input their economic 
decisions for each fief, military maneuvers and role-playing decisions 
(such as taking one’s wife or mistress abed, arranging marriages, or 
gambling to increase one's funds), as well as correspond with the 
hundreds of nobles represented in each game. The next day, results 
are printed in the chronicles of the game or in the individual fief and 


noble summaries. 

Although the results of various games can vary far from the results 
of history, HYW does a wonderful job of demonstrating the chaos and 
intrigue of medieval politics. Every student of history should try it as 
an educational experience, but wargamers simply shouldn’t miss it. 
(AOL pricing applies.) 

President ’96 (available on AOL and the World Wide Web): At 
press time. Crossover Technologies’ President ’96 game was just 
moving into the convention season where daily moves are weighted 
over the convention proxy moves of sending all your moves at once. 
Throughout the primary season, weekly moves were sufficient. In this 
game, thousands of "campaign managers” fill out weekly (now, daily) 
forms to advise their candidates (fictional characters that may reflect 
amalgams of well-known personalities in each party) on responding or 
not responding to the issues of the day or to various deals offered by 
other candidates. Moves are handled via form-based input, so the 
interface is dead simple. The issues are as complex as those in the 
real world, though, so don’t underestimate the challenge of the game. 

Crossover doesn’t like being referred to as a PBEM game because 
President ’96 offers multimedia speeches by the candidates in video 
and audio, faux Web pages for each candidate, and online chatl 



PREZ CONFERENCE From the earliest primaries through the virtual 
smoke-filled back rooms of the conventions to election night itself, 
President '96 offers an amazingly detailed simulated campaign. 


cc 
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convention events live 
on AOL. Even as the 
real election nears, 
President ’96 is worth 
checking out. The 
faux candidates are 
credible, the situa- 
tions/world events 
fascinating, and 
the campaign 
materials are 
entertaining, 
(advertiser-sup- 
ported on the 

Web, AOL pricing applies on AOL) 

Fantasy Baseball/Football: Although fantasy sports leagues have 
long been a feature of online networks, ESPN’s SportsZone site offers 
the easiest means of drafting (using a form-based draft or attending a 
live online draft) players, getting up-to-date information, setting up 
leagues, making trades and handling waiver selections. You can make 
roster moves and waiver selections whenever you want with ESPN’s 
system. 

At press time, the earliest Fantasy Football drafts are just taking 
place, but they should still be going on when you get this issue. 



($29.95 per season or $19.95 to gamers who subscribe to ESPN’s 
SportsZone at $39.95 per year) 

Age of Discovery: These are classic PBEM games with weekly 
turns. Global Diplomacy and Age of Discovefr' are expansions of the 
Diplomacy idea with the former representing roughly the pre-WWI era 
and the latter a 19th century colonial era in a fictitious world. A simi- 
lar game, featuring diplomacy and economic struggle on pre-WWII- 
era planet (World At War) is currently under playtesl. Imperium is a 
game of galactic conquest and diplomacy. These games are truly 
international in scope. Doug Greening runs circa 20 PBEM games at 
a time and they are currently free of charge. Since there are limited 
slots available, new gamers are urged to take on a “dropped position" 
in order to learn the mechanics and all gamers are warned that you 
can lose your position by missing more than one turn in a given 
game, (free) 

Hundreds More: Of course, these are just a few samples of what 
is available online. For additional listings, please check out Yahoo's 
PBEM listing (www.yahoo.com/Recreation/Games/lnternet_Games/ 
Piay_By_E_Mail/) or contact the dedicated PBM and PBEM experts at 
FSper Mayhem, the bimonthly magazine published in the U.S. (72537 
.3322@compuserve.com), or Flagship, the U.K. and U.S. magazine 
for the hobby (www.pbm.com/flagship/) (72537.3322@compuserve 
.com). In addition, you can always check out the listing of free e-mail 
games on the Web (www.pbm.com/~lindahl/pbmjist/free.html). 


DUKE MAY ROCK 
BUT RAMSES RULES. 
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GAMES • ONLINE TOOLS 


Making The 
Connection 

^ Quick-Start Guide To Getting On The Net 


S 


0 you’re ready to 
join the online 
gaming frenzy, 
but you’re not 
sure where to 
start. Here’s our 
look at the appli- 



cations you’ll need to get rolling, and 
to get the most out of the Net. 

First you’ll need to select an 
Internet provider. Although AOL and 
CompuServe offer TCP/IP capabili- 
ties, AOL’s implementation is cur- 
rently nonstandard, and 
CompuServe is too slow for gam- 
ing. We recommend you select an 
Internet-only provider. There are national providers, such as The 
Concentric Network, GNN, and SpryNel, as well as hundreds of 
local net providers. Look for one that offers a TCP/iP connection 
to the Net using the PPP protocol and supports the Windows 95 
dial-up software. 

Next you’ll need Winsock TCP/iP software. This is the network- 
ing software that connects you to the Internet. We strongly recom- 
mend using the TCP/IP software included with Windows 95, as 
most of the online gaming services are requiring Win 95. The Win 
95 Plus! add-on Includes an Internet setup wizard that makes con- 
figuring this much easier. See Loyd Case’s column in this issue 
for a look at configuring Win 95’s dial-up networking. 

WEB SLINGING 

Once you’re connected, you’ll need a Web browser; most of the 
Internet gaming services use a Web browser to launch their games. 
The choice boils down to Netscape Navigator versus Microsoft’s 
Internet Explorer. 

They’re both good products, but for now we’ll have to give the nod 
to Navigator. The program remains on the leading edge of supporting 
new Web media, and the wide variety of plug-in modules available 
make It easy to add the ability to play live video and audio, view 3D 
VRML files, display Acrobat documents, and so on. 

If you want to create your own Web pages, we give the nod to 


NEWS CENTRAL With a little setup. Agent can automati- 
cally filter out the flamers while making sure to grab mes- 
sages from knowledgeable poster. 


Microsoft’s Frontpage 1 .1 . It’s easy to 
use, supports a wide variety of HTML fea- 
tures, and is the first editor we’ve used 
that really does let you create sophisticat- 
ed pages with nearly no knowledge of 
HTML. 

TOOL CHEST 

While Web browsers can transfer files 
using FTP (File Transfer Protocol), you’ll 
want a dedicated FTP tool to allow you to 
easily transfer multiple files. WS-FTP and 
CuteFTP are both top notch, but the for- 
mer Is available in a freeware version, so 
if gets the value vote. 

You’ll want a better news reader 
program than the one included with your Web browser. Forte’s 
Agent makes newsreading a pleasure. You can read and respond 
to messages offline, and automatically decode binary files. But by 
far our favorite feature is the watch/kill list, which lets you config- 
ure Agent to automatically grab messages covering your favorite 
game or from “posters" you respect, and to similarly ignore 
flame wars and messages posted by known annoying people. 
Agent costs $29, but a more basic freeware trial version is avail- 
able as well. 

Finally, for e-mail, check out Pegasus Mail. Along with the ability to 
read and respond offline, Pegasus features mail filtering, which can 
automatically categorize e-mail and place it in folders as it comes in. 
It's a must-have if you join any mailing lists. 

Other accessories you should check out include RealAudio for lis- 
tening to Net broadcasts, WS-Finger for getting information on Net 
users. Visual IRC for real-time chatting, and LView Pro for viewing and 
printing graphics files. 

FINDING IT ON THE NET 

To find these Internet applications, you need browse no further than 
Stroud’s Consummate Winsock Apps list (www.stroud.com and 
www.cwsapps.com). These sites list and review nearly every Windows 
Internet program available, and include direct links for downloading the 
applications. 
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...What do you do, 

what do you doj 


Here’s your chance to be Squadron 
Commander in the Allied Air Forces or 
Luftwaffe. ..raining destruction on the 
German military and industrial base 
or defending against the incessant 
barrage of raids that are paralyzing the 
fatherland during WW2. You command a 
squadron of up to 16 fighter pilots among 19 different 
aircraft types in any or all of the 55 missions included with OVER 
THE REICH or serve a complete tour of duty. 

Just a few of OVER THE REICH features include: 

O Role-Playing, Flight Simulation, and Strategy where each 
pilot has unique characteristics affecting combat performance. 

O Variety of missions including: fighter sweeps, airfield 
raids, bomber escort, interdiction, close air support, 

■ V-2 rocket site raids AND lots more! 

O Rare Video clips of actual war 
footage highlight takeoff, kills, ground 
attacks, etc.. ..and killer sound! 
O Five levels of difficulty 
— tactical smarts are more important 
than reflexes! 

O Play Solo, Two Player Hot-Seat, 
E-mail, Network, or True 

Simultaneous Internet Play 

(Pentium/Power Mac 
Recommended). 


Ready^ 
Rock ‘I 
on you 
IBMCc 
or Com 


DIVISION 


AVALON 


INC 


MONARCH 


14517 Harford Road • Baltimore, MD 21214 
Phone; 410-254-9200 • Fax: 410-254-0991 
http://users.aol.com/ahgames/avalon.html 
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With the ACCURA 
DSVD Modem, it’s 
not just playing 
the game, it's 
talking the game 
too. Our voice gaming 
modem aiiows you 
lu taik ami iransmil 
(iaia simiiilaneousiy 
during a singie piione caii. Oui' ACCURA DSVD Modem comes 
biinclled with Papyrus” NASCAR* Racing. Of course, it also works 
with a variety of gaming software. You're getting a 28.8k bps ACCURA 
modem that's fast, reliable, easy to set up and easy to use. All the 
benefits you need to make online gaming an adventure you'll never forget. 


-I‘iiltynis .\ASCAK Niicliif' CD-KOM (ST'j viiliiohWcbrulk"' 
IS(}{) v<iltic)-Sm,irlciiin’'‘ Message CenlcrfSIWMiltie) & 
VolctAlew"' Talksluip solUwire 



i'’nr a rKIvE'; 01) hif^Iilif^liLiiii’ oiii' Addl'KA 
[iruiliicls, call fi()0-;^77-l377. For prodiicl 
iiifurmalioii. call lUiycs Fa\ K‘rsponsc al 
HO()-ll.\VFS-F\ and seicci (l(icuiii('nl 983. 
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Hayes ACCURA Modems -Your Passport To Gaming Adventures. 


Call Hayes Onlino: 770-4-iG-fi;t:i(i. Haves Worldwide Web Sue: lill|i://viww.liaycs.cuiii orUdnet to -iiayes.com'. ' iil'Jli Hayes Micriieominiiei Prodiicis. Inc. P.O.Hu\ 100203. Mlama. GA UOUdH. Hayes, ihe 
Htiyes icon and die Haves logo arc reglslcred irademarks, and ACCL'R-A and Smariroiii are trademarks of Hayes Micrornm|>uier Pruiluris, Ine. Ptipyrus''" and ihe Papyrus logo are irademarks ol Papyrus 
Resign <;rv)up. Inc. N.ASCAR Racing is olficlally licensed by NASCAR.' Ollier irademarks ami reelslration mark-s arc ifnise of ibeir respective coinjianles. 'See rebate niuims In store or visit our welislie fur ilclails. 
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MODEMS • ONLINE 


Dialing... 

Connecting... 

Gaming! 

CGW Explains The Latest Modem Technology 
And Puts Five Fast Modems To The Gaming Test 


How many of these communication terms 
do you understand? 

mmsvD 
m ADSL 

A Latency |«f 
M PttP .W" 

■i T1 ■ 
m ISDN 
A DirectPlay 

And how will knowing about them help 
you play/shoot/conquer/kill faster? 
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• MODEMS 


T his could be the year online, real-time gam- 
ing really takes oti, with a host of services all 
vying to become your online playground. If 
you want to play it on the line, a modem is 
your ticket to the fun zone. Modems have 
greatly improved over the last few years, with 
gains not only in speed but in capabilities 
like fax and simultaneous voice and data. 

But modems are notorious for causing more than their share of 
configuration headaches. Because of rapidly changing standards, 
modems have been dogged by compatibility problems that some- 
times keep them from communicating at their top speeds. Adding to 
the confusion, modem settings-what's enabled and disabled-vary 
from game to game. So one game's smooth settings may make 
another crash and burn. 

The key to making online gaming happen is knowing the three 
things gamers need most out of a modem: low latency, speed and 
compatibility. 

Latency is the amount of time required to transmit data from your 
rig to another to keep a multiplayer game going. Low latency is espe- 
cially crucial In action titles, where the lag time can make or break the 
overall experience. Modem speeds have been on the rise, with the 
data rates making their way toward 28.8 kilobits per second (Kbps) 
and newer modems going to 33.6 Kbps. The tatter pipe means more 
data across the wire, more opponents, more mayhem, more.. .You get 
the idea. 


I f you’ve done any modem-based gaming, you're no doubt 
familiar with the dreaded initialization strings that set 
modems' various feature switches on and off. Though 
arcane at first, once you get the hang of them, they’re not 
so horrendous. There's a fairly standard lexicon of AT com- 
mands among modems: however, vendors often have their own 
as well. Check your documentation to see how to implement 
these features. We’d like to tell you there’s a silver-bullet init 
string that will work across the board, but there isn't. More 
often than not, it comes down to trial and error from game to 
game and modem to modem. 

Mai^ titles’ readme files include modem string settings for 
different modems, but here are a few string settings that usually 
work well with most games: 


String 

What It Does 

ATZ 

Resets modem to the configuration 
stored in nonwiatile memory and 
clears any other settings. 

AT&F 

Most basic setting; puts modem in 
"autoreiiabie” mode, where it wiii negoti- 
ate error correction and compression lor 
best connection. 

AT &C1 &D2 

Sets carrier detect the way many games 


expect it. 


.iffk. 


In general, modems communicate with one another with varied 
success, with throughput ranging from pretty speedy to butt-slow. In 
particular, early on different vendors’ modems manufactured to the 
V.34 specification had difficulty connecting to one another in higher 
speed modes; sometimes they couldn’t establish a connection at all. 
Many of the incompatibilities have since been remedied, and most 
modems from different vendors will connect to one another. The hit 
rate on establishing higher-speed connections is also on the upswing. 
But to better understand the issues involved, it’s helpful to consider 
the whole “network" involved in making modem connections happen. 

CALL ROTO-ROOTER 

In fairness, the modem isn’t always the culprit: phone lines often 
dictate how fast two modems are going to communicate. Phone lines 
were originally designed to carry voice signals, not data generated by 
modems, and line ‘'impairments’’-caused by the distance the signal 
travels and by certain pieces of routing equipment that phone compa- 
nies use-oflen keep modems from achieving top speeds. Line quality 
for any given call can vary greatly, which partly explains why you'll get 
21.6 Kbps on an Internet service provider (ISP) connection one day 
and 24.4 Kbps the next. 

The latest International Telecommunications Union (ITU) specifica- 
tion, which new modems use, is called V.34. It calls for throughput of 
28.8 Kbps. ITU recently agreed upon an extension of V.34 that calls 
for boosting throughput to 33.6 Kbps. For gamers, the fatter pipe may 
mean more opponents, sometimes as many as 16, which can make 
for quite a ruckus. 

But while modem speeds have been steadily increasing, one issue 
has by and large been ignored: latency. Experienced online gamers are 
already painfully familiar with the problem, where a game’s rate of play 
is consistently poky or worse still, varies wildly. Unfortunately, my 
esteemed profession is partly to blame for this predicament. Because 
the locus of modem reviews in computer magazines has concentrated 
on speed, speed, and more speed, that’s where modem vendors have 
concentrated their efforts, instead of trying to minimize latency. 

Modems use different buffering schemes to increase overall through- 
put, but any memory buffer is like another train stop on your home- 
ward commute, so the extra speed comes at the cost of added latency. 

In Web surfing and other online activities, where most of the traffic 
is flowing one way-to you-latency isn’t really noticeable. But with 
highly interactive, twitch-and-splatter titles like Quake, or real-time 
strategy titles like WarCraft II, where data needs to be passed rapidly 
back and forth between two or more rigs, latency can really rain on 
your parade. What's more, game data usually has to make four 
modem passes— out your modem, through your ISP’s modem, 
through another ISP's modem, and into the other guy’s modem- 
to reach a fellow gamer, compounding the latency problem 

Recent research at ZD Labs showed that nearly all modems have 
similar latency limes, ranging anywhere from about 80 to 100 millisec- 
onds with good line conditions. As a rule, as line condition goes 
south, latency increases. Latency problems are further exacerbated by 
the Internet, which is no speed demon. If you've ever used the Ping 
command to see if another computer is on the Net, you've probably 
seen it returns a round-trip lime of milliseconds— typically in the 
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200-300 millisecond range. So Internet gaming can sometimes be 
subject to almost a half-second of latency, which normally isn’t much 
time but in an action game can be an eternity. 

Some online gaming services have been crafting workarounds to 
bring latency down, but the jury is still out as to how effective these 
tricks will be. Emerging technologies like Asymmetric Digital 
Subscriber Line (ADSL), Integrated Services Digital Network (ISDN) 
and cable modems may begin to address the problem (see sidebar), 
but they’re still a ways from widespread implementation. In the short 


sure it's Plug-and-Play (PnP). Non-PnP internal modems are fraught 
with configuration problems under Windows 95, and will probably 
conflict with your rig’s existing COM ports. Unless you really enjoy 
whiling away the hours trying to solve seemingly paradoxical I/O con- 
flicts, save yourself the trouble and go with an external modem. 

The external PnP units we evaluated installed in less than 5 min- 
utes, and were pretty much ready to rock in both DOS and Windows 
95. In both our test systems, we ran into numerous conflicts with 
non-PnP internal modems frying to hook to COM ports and having to 


term, we’ll be dealing with at least some latency. 

So how do you squeeze the most performance out ot the current 
crop of modems? We tested five modems to see how they fared for 
gaming. Three of these modems also have Digital Simultaneous Voice 
and Data (DSVD) technology implemented, which lets you make a 
data connection with another PC and talk to the gamer at the other 
end of the line. We trekked down to ZD Labs and used their TAS tele- 
phone network emulator to evaluate the units. The TAS simulates typi- 
cal line conditions found on the Plain Old Telephone System (POTS) 
that most of us use to get online. TAS allowed us to have the same 
testing environment, or line condition, for all modems evaluated. 

Unfortunately at press time, none of the Windows 95 titles we had 
in house that used DirectPlay-the modem/networking component of 
Microsoft’s DirectX application programming interface (API) family- 
were solid enough to use as testing tools. But as those titles begin to 
ship, we’ll be looking at their head-to-head modem play and how well 
they do when connecting to online gaming services. 

So without further ado, let’s have at it. 

YOU WANNA TAKE THIS OUTSIDE? 

The first painful lesson we learned here was this; Gel a Plug-and- 
Play external modem! If you have to go with an internal model, make 



fight Windows 95 to access them. Inter- 
estingly, Hayes’s PnP Accura internal 
modem came up without a glitch, as did 
Creative’s external Modem Blaster 28, 
also a PnP unit. 


CREATIVE LABS MODEM 
BLASTER 28.8 

Creative’S Modem Blaster (is 
there anything these guys won’t 
blast?) had one of the easiest 
installations. Both internai and 
external versions are PnP, but 
only the external version came 
up in both Windows 95 and 
DOS sans difficulties. The 
internal version relies on 
Creative’s PnP utility to get its 
I/O resource settings in MS-DOS mode, 


this utility wouldn’t assign the same I/O settings we used success- 
fully in Windows 95. In addition, the DOS-based Diagnose utility 
wouldn’t allow us to map the same I/O resources used in 


T hough latency tends to be the primary culprit in sluggish 
modem gameplay, a fatter pipe wouldn’t hurt either. A 
recent quote from id programming guru John Carmack 
is telling. Commenting on Quake’s somewhat sluggish 
modem pl^, he said, “I’ve been playing it over my T1 connection, 
and the gamepley seems fine.” A T1 connection is what most 
medium-sized corporations use to connect their entire outfit to the 
Internet. T1 offers 1.54 megabits per second (Mbps) of bandwidth, 
over 50 times faster than current modems, but it’s prohibitively 
expensive for most individual users (Ferrari drivers excepted). 

Faster, lower-latency communications methods are needed to get 
the online gaming train really railing. 

Predictions about the next dominant communications pipe are 
best left to genies and mages. Here are a few technologies that are 
brewing and m^ make their way into your home over the next few 
years. 

Current modem technologies connect to one another at a top 
rate of 33.6 Kbps. Using clever compression tricks, modems can 
sometimes deliver an effective transfer rate of 115.2 Kbps. But 
games often want compression disabled for their connections, 
since this feature tends to add overhead (more latency). There’s 
been quite a buzz surrounding technologies like Integrated Services 
Digital Network (ISDN), which can deliver a 128-Kbps pipe, and 


cable modems, which may one day be widely available to deliver 
even fatter pipes, ISDN’s other big appeal for gamers is that its 
latency is considerably less— reportedly about half— that of conven- 
tional modems. 

Both technologies face their own hurdles, though, There’s still 
some specification squabbling over how ISDN achieves its 128- 
Kbps pipe. And as for cable modems, which may be able to deliver 
a 10-Mbps plus pipe (bum, baty burn!), cable companies will first 
need to retrofit some of their infrastructure before these modems 
can become widely available. 

Since phone companies don’t want to be left in the dust, they 
are developing a new specification of their own. Asymmetric Digital 
Subscriber Line (ADSL) will run over standard phone lines, and 
may deliver as much as 6 Mbps downstream (into your home), 
and 64 Kbps upstream. Latency for ADSL is supposed to be com- 
parable to that of ISDN, and will be good news for gamers if it 
achieves widespread implementation. ADSL even have a fight- 
ing chance, since it requires very little additional equipment and 
phone companies don’t need to do major plumbing upgrades to 
make it happen. We’ll be following all fhese technologies as the 
online gaming world continues to blossom, and we’ll keep you 
apprised. St^ tuned. 




THE LOST GENERATION OF GAMING 
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Given a choice, the external version of Modem Blaster is proba- 
bly your best bet The internal came up fine in Windows 95 using 
PnR but had trouble under DOS, Overall gaming performance was 
fine, making the external unit a good candidate, especially for the 


HAYES ACCURA 28.8 DSVD 

Hayes has been in the modem game for many moons, and Hayes 
compatibility is something of an industry standard. Their Accura 28.8 
DSVD is positioned as “The Total Gaming Solution," and it does cover 
many of the bases. Their software bundle includes starter kits for sev- 
eral ISPs and online services, fax and communications front-ends, as 
well as a voice mail application that turns your PC into an answering 
machine. Most notable for gamers though, is a bundled copy of 
Papyrus's NASCAR Racing. 

Windows 95 installation was absolutely painless. After we put 
in the PnP card. Windows 95 detected the Accura on startup. We 
fed it a driver disk, and Windows 95 installation was a done deal. 
Because PnP devices can sometimes be allocated I/O resources 
that DOS applications can’t use, Hayes includes a DOS program 
called C0MSET16, which sets i/0 resources when you 
into DOS. Overall, Hayes 
had the easi- 
est installa- 
tion of just 
about all 
modems 
reviewed here. 

Gameplay 
over the Accura 


In DSVD mode, you can use a hands-free headset, an 
analog phone or speaker phone mode. 

EIGER LABS HEADON 28.8 DSVD 

The 28.8 DSVD is Eiger's second digital signal processor (DSP)- 
based HeadOn offering, following the 14.4-Kbps version that shipped 
about a year ago. Our initial impression of the 14.4-Kbps model was 
that it had some good ideas but also some rough edges. The non- 
PnP 28.8-Kbps version hasn't refined these rough edges, which 
include a borderline-sadistic installation routine and a proprietary DOS 
utility designed to connect you to other gamers-in DSVD mode if 
they're also using a HeadOn. 

Curiously, the HeadOn is the only DSVD modem reviewed here 
lat needs additional I/O resources (one IRQ and one I/O address) 
) enable its DSVD functionality. Because HeadOn relies pretty 
leavily on its own utilities to make modem connections happen 
dr games, it only supports a limited AT command set. which 
makes manually configuring it a bit more difficult. 

In fact, we fussed with this modem for four hours, and despite a 
lengthy tech support call and various attempted workarounds with 
two different systems, we were unable to get the HeadOn to come 




Windows 95, citing a resource conflict (probably with itself— go 
figure). 

Under DOS, the external version performed respectably, con- 
necting with several different vendors’ modems and delivering rel- 
atively smooth overall performance, though Quake was somewhat 


was good for the most part. Doom SE and NASCAR played smoothly, 
while Quake, admittedly not a very modem-friendly game, was some- 
what sluggish for the client-side player (the one who dialed in to join). 


A number of modem vendors have recently brought out 
Digital Simultaneous Voice and Data (DSVD) modems, 
which let you talk to a fellow gamer. At first glance, it’s a 
pretty cool technology, Most implementations take a 
28.8-Kbps connection and divide it up, giving the voice channel about 
9.6 Kbps and data transmission the remaining 19.2 Kbps. Vbice quality 
is on a par with what you’d hear on a normal phone, and hands-free 
headsets are widely available, letting you focus your attention where it 
belongs, 

But like ar^ technology, DSVD has its limitations. Most notably, 
DSVD Is a point-to-point technology, meaning it works fine for two 
people connecting directly, but online game services aren’t imple- 
menting DSVD features: they are opting instead for their own 
voice-chat functionality. So once you’re in a chat room or into a 


game with more than two pl^rs, DSVD can no longer be used. 
DSVD has also suffered from compatibility woes, with different ven- 
dors offering slightly varied versions of DSVD modems, which may 
or may not talk to one another in DSVD mode. 

To squeeze your voice data through a 9.6-Kbps pipe, DSVD 
modems use a speech coder/decode^ or codec, to compress and 
decompress your voice transmission. Vendors have pretty much 
settled on two different codecs for DSVD: one called TrueSpeech, 
and another called DigiTalk. DSVD modems from different vendors 
that use the same speech codec can usually connect in DSVD 
mode; two modems that use different speech codecs, cannot. 

Is DSVD a good option for gamers? If you're headed online for 
multipl^r adventures, DSVD doesn’t bring much to the party. But 
if you do a lot of head-to-head gaming against people with compat- 
ible DSVD modems, this technology lets you squeea the frag and 
the taunt into one phone line instead of two. 
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Big Screen PC 


D5-120 

■ Intel® 120MHz Pentium® Processor 

■ 16MB EDO DRAM 

■ Destination'” 31" VGA Monitor 

■ STB® 2MB VRAM Graphics 
Accelerator w/ Cable-Ready TV Tuner 

■ 1GB 10ms HIDE Hard Drive 

■ 8X CD-ROM/3.5" Diskette Drives 

■ 16-Bit Hi-Fi Wavetable Audio Card 

■ TelePath®28.8 Fax/Modem 

■ 7-Bay Charcoal-Colored PC Case 

■ Wireless Keyboard w/ Integrated 
EZ Pad'” Pointing Device 

■ Wireless Field Mouse® Remote 

■ Four-Channel RF Receiver 

■ Microsoft® Windows® 95 

■ Destination Software Collection 

$3499 

Business Lease' S129/mo. 


L ^ 5-^66 

■ Intel 166MHz Pentium Processor 

■ 16MB EDO DRAM 

■ 256K Pipelined Burst Cache 

■ Destination 31" VGA Monitor 

■ STB 2MB VRAM Graphics 
Accelerator w/ Cable-Ready TV Tuner 

■ 2GB 11ms EIDE Hard Drive 

■ 8X CD-ROM/3.5" Diskette Drives 

■ 16-Bit Hi-Fi Wavetable Audio Card 

■ TelePath 28.8 Fax/Modem 

■ 7-Bay Charcoal-Colored PC Case 

■ Wireless Keyboard w/ Integrated 
EZ Pad Pointing Device 

■ Wireless Field Mouse Remote 

■ Four-Channel RF Receiver 

■ MS Windows 95 

■ Destination Software Collection 

$3799 

Business Lease' SI40/ino. 


■ harman/kardon High-Fidelity 
Sound System 

Seven-piece Dolby® Pro Logic® Surround 
Sound speaker system including AVR-10 
audio/video receiver with remote, 
subwoofer, center channel, and four 
satellites for the ultimate multimedia audio 
experience. 

$699 


D5-200 

■ Intel 2(}0MHz Pentium Processor 

■ 32MB Synchronous DRAM 

■ 256K Pipelined Burst Cache 

■ Destination 31" VGA Monitor 

■ STB 2MB VRAM Graphics 
Accelerator w/ Cable-Ready TV Tuner 

■ 3GB 11ms EIDE Hard Drive 

■ 8X CD-ROM/3.5" Diskette Drives 

■ 16-Bit Hi-Fi Wavetable Audio Card 

■ TelePath 28.8 Fax/Modem 

■ 7-Bay Charcoal-Colored PC Case 

■ Wireless Keyboard w/ Integrated 
EZ Pad Pointing Device 

■ Wireless Field Mouse Remote 

■ Four-Channel RF Receiver 

■ MS Windows 95 

■ Destination Software Collection 

■ Gateway Gold'” Premium Service and 
support* for Big Screen PC’s 

$4299 

Business Leiisc' S158/nio. 

* Include.s one year limited 
warranty for De.stination 31" 
monitor. Call or write for a 
free copy of our warranty 
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©19y6 Gateway 2000. Inc. GATEWAY 2000. "G" loco, TelePalh. Field Mouse and '■Yiin've gtH a friend in lliet)usiiiess" sliigan are registered tnidemarks, and De.slinalioti and EZ Fad are trademarks of Gateway 20(X), Inc. 
rite Intel Inside Logo, Intel and Pentium are registered lradcmark.s of Intel Corporation. All other brands and prixliid names are trademarks or a'gislerai trademarks of their re.spe'clivc companies. Many Gateway 20(H) products 
are custom engineered to Gateway 2000 specifications, which may vary from the relail version of the software and/or hardware in functionality, performance or eoinpalibilily. All prices and configurations are subjeet to 
chajige without notice or obligation, Prees do not include shipping or applicable sales lax. 'Leasing arranged by independeni leasing eotnpaiiies to i|iialified commercial customers. Lease payments based on 36-raonth 

term. Lease terms subjecl to change wilhoiil notice or obligation. 



MODEMS • ONLINE 



up at all. Given the 
severe installation 
difficulties, we can’t 
recommend the 
HeadOn. It seems 
Eiger Labs had 
some good ideas, 
but their nonstandard, propri- 
etary implementation seems to cause more problems than it solves. 


DIAMOND SUPRASONIC 336V+ 

The SupraSonic 336V+ is Diamond’s "high-performance" model, 
whereas their SupraExpress line is positioned as their “better-value" 
offering. Given the fact that few applications pound on a modem the 
way fast-paced games can, you’d do well to shell out the extra bucks 
and go with the high-performance model. Windows 95 detected the 
PnP SupraSonic without any hiccups and installed the appropriate dri- 
ver. The unit also worked fine under DOS, and because it’s an external 
unit, there's no need for a PnP configura- 
tion utility. 

The SupraSonic is a 33.6-Kbps modem, 
though you’ll need another 33.6-Kbps 
modem at the other end to achieve that 
speed. Even then, mediocre phone line 
conditions may negotiate the connection 
down to 28.8 Kbps or lower. But as more 
33.6-Kbps units hit the market, connec- 
tion speeds hopefully will creep up 
toward the desired speed. 

As firmware updates become avail- 
able, the SupraSonic’s ROM can easily be flash-updated. 

Another nice feature of the SupraSonic 336V-i- is its LCD display, 
which displays what the unit’s doing {dialing, negotiating) and the 
type of connection that's been established. 

Gameplay with DOS titles moved along well with the SupraSonic. 
Even Quake, which really pounds modems with a lot of data, wasn’t 
bad from the client side, which tends to be the slowpoke. NASCAR 
was very smooth as well. Given its ease of instailation, LCD display 
unit, and good performance running DOS titles, the SupraSonic 


Sportster- Vi 

"w£„£^modem 




/* ' 


tics' 


deserves serious consideration as your next modem. 

us ROBOTICS SPORTSTER VI 

US Robotics’ Sportster Vi is a DSVD modem that ships with a cou- 
ple of ISP starter kits, a version of Intel’s ProShare, and a fax/commu- 
nications front-end. It’s non-PnP, so you're left to muck with jumpers. 
There’s a Windows utility called Corniest, which recommends I/O set- 
tings before you actuaiiy install the modem. But after we followed its 
recommendations, Corniest failed to find the modem, despite trying 
three different I/O settings and two different modems. Also, the driver 
installation is buried in the Intel ProShare install disks, a minor annoy- 
ance. As it turns out, the Sportster Vi’s documentation wasn’t updated 
after Windows 95 shipped, so there’s no mention of Windows 95 
installation, nor is there a configuration file to tell Windows 95 what 
kind of modem the Vi is. Some deep digging on USR’s Web and FTP 
sites finally turned up the correct .INF file. But because this modem is 
non-PnR we had a good deal of trouble clearing I/O conflicts in both 
our lest systems so it would work under Windows 95. 

The Vi’s DOS performance was good, and gameplay for 
the most part was 
smooth. However, the 
Vi was unabie to con- 
nect in DSVD mode, 
and installation under 
Windows 95 required 
us to go on a driver 
quest in addition to the 
repeated I/O headaches. 
Overall, the Vi delivers 
good DOS gaming per- 
formance, but because 

this unit is non-PnP and internal, 

you’d do well to either opt for one of US Robotic’s external models, if 
you have to go internal, you may want to look elsewhere. % 

Dave Salvalor is CGW’s Technical Editor, QuakeNet manager and 
lead saxophonist. The author wishes to thank ZD Labs Modem Guru 
Jim Wolf tor technical consulting on this article. 
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Creative Labs Modem Blaster 28.8 

www.creaf.com • (800) 998-5227 

Both 

Yes 

Rockwell 

No 

Yes 

$119 

Hayes Accura 28.8 DSVD 

www.hayes.com • (800) 429-3739 

Both 

Yes 

Rockwell 

Yes 

Yes 

$259 

Eiger Labs HeadDn 28.8 DSVD 

www.eigerlabs.com • (800) OK-EIGER 

Internal 

Yes 

Phylon DSP 

Yes 

No 

$199 

Diamond SupraSonic 336V + 

www.supra.com • (800) 727-8772 

External 

Yes 

Rockwell 

No 

Yes 

$289 

US Robotics Sportster Vi 

www.usr.com • (800) DIAL-USR 

Internal 

Yes 

Tl 

Yes 

No 

$179 
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JVncI KeS StiLL TOLKiNg TO tVE" 






DhitttL SlMULt^NEOyS VOICE & 


"I just WaStEd MY bESt FriENd- 


Eiqer's HeadON DSVD Fax/ModEM is tKe uLtiwaTE 

ONUiNE iNTEractiVE qOlVIE EXPEPIeNCE. NOW YOU CON 
silviuLTaNEOuSLY TQLK QNd PLOY qaWES via YOur 
HEadON MOdEM ON a siNqLE PhONE uiNE. 


. oor \Meb«'e at- 

Chec^’e rVobs.co"> 

,r^«e-.n.orma..on 


FULL versiON pEtaiu 
gaWES iNCLudEd 

FREE 


eOMPIMA data FUTURE SHOP. 


Technology Made Easy, Performance Made Affordable [800| OK-EIGER 

All tradenames referenced are the service marks, trademarics of the respective manufacturers.© 1 996 Eiger Labs Inc. 


LOYD CASE* TECHNOLOGY 


Net Gaming 
Boot Camp 


Basic Training For Setting Up TCP/IP In Win 95 


A 


!l riglilyou 
gnuils,soyou 
wiininigooul 
and hunt douii 
die ninsl dan- 
gerous ])re\' of 
all; your fellow 
iuinian.s. You 
inaylhinkall 
you'll need is a 
shotgun, a Kevlar vest and an attitude, but 
that’s not enough for the real world. If you 
want to ])las; you got to get there— a 
clean connection is cvers'thing. Connect- 
ing to the net for .some virtual pa} hack to 
the buddy who fragged \ou online is easy, 
if \ou do it right. So listen up. ineathead. 

'^[he first thing von need is a good ISP. 
ISP does not stand for Illuminati Socict}' 
of Patagonia. An ISP is an Inleniet senice 
fyimider. As opposed to dialing up your 
hudd}' direct, Internet connections 
require you to first hook up lo a friendl}’ 
ISP. Some ISPs have hulletiiroof installa- 
tion ])rograms, but others will throw a 
flopp\’ at \()u and lease you to nit. 

But yeu'\e got the right weapon in 
your kit; Windows 95, which makes con- 
necting lo the Net so easy a raw rccniil 


like you can do it. hirst, the basics. 

'Ilie Inlenicl uses a network protocol 
called TCP/IP. Basic TCP/IP. setup is a 
.sua]5. You need the TCP/IP addresses 
used by your Internet provider, the names 
of its mail serv'er and news server, an 
account name and a password. 

Next, you need to be able lo connect. 

I laving a modem is only Ihe first step; you 
also need to liave dial-up networking and 
TCP/IP installed. If you don’t have any 
network stuff .set up— odds arc you 
don’t— you need to load this from the 
Wlntiows 95 CD. First, add the Dial-Up 
Adapter. It fools your eomputcr into 
thinking your modem is a network card, 
using Ihc Point-to-Point Protocol (PPP), 
vv hieh can also handle other protocols like 
ll’X, NetWare's main protocol. 

To iirstall the Dial-Up Adapter, mn 
Ckintml P.inel, .select Add/iiemove 
Programs, and click on the VMndows Setup 
tab. 'Ihe Dial-Up Adapter is part of the 
Communicatioas package; Just double- 
click on the Modems icon, select Dial-Up 
Adapter, and let Windows 95 do its thing. 

Next, you’ll need lo install the TCP/IP 
protocol. Cct that Control Panel back up, 
run the Network applet, and dick on the 


MMX Gives Unreal a 
Dose of Reality 

►Epic MegaGames (http.7/ivww. 
epiGgames.cDm) will be one of the 
first games out to make use of 
Intel's new MMX technology. MMX 
adds 57 specialized math instructions 
to the Pentium and Pentium Pro, 
enabling greater efficiency among 
certain types of math functions. The 
folks at Epic Games are using MMX 
to make better use of color. The 
MMX-enabled version of Unreal will 


use 8-bit textures {i.e., each texture 
can have up to 256 colors) on polyg- 
onal objects. Howevei; each texture 
will have its own palette, and the 
game will run in 24-bit color mode, 
which has the potential of making the 
game look much better If Unreal can 
deliver the performance and game- 
play to go with the better look, then 
this game might just be, well, unreal. 
The first MMX-enabled chip, the 200- 
MHz Pentium P55C, should be ship- 
ping by the end of this year. 



Add button. Double-click on Protocol, 
.select Microsoft, then click onTCP/lP. 
Windows 95 will insliill the TCP/IP driver 
and re.slart itself 

Now you need to add the TCP/IP 
addresses of your ISP. nicrc may lx; a 
number of different IPaddres.ses. but the 
tiiree main numbers are your rig’s IP 
number, the primary lYNS and the sec- 
ondary DNS. IP addrcs,ses look like num- 
lx;rs w ith too many decimal places — u.su- 
ally four numbers .separated by three peri- 
ods. DNS stands for domain ncinwsenvr. 
it’s your primary link to the outside w orld, 
'Ihc DNS takes the computer name v on 
.send it (sayZD.COM) and translates it to 
an I P address that it understands (.say, 
I55.23.4S.-I93). Once TCP/IP has the IP 
address, it can then communicate with 
Ihe remote computer. 

Because there are only so many pos.si- 
ble I P numbers and millions of new com- 
puters on the Net, some ISPs are taking 
adv'anlage ofWin 95’s Dynamic I lost 
Configuration Protocol (Dl ICP).'lliis 
allow s the ISP's .serv'cr to dynamically 
assign you an IP number each time y ou 
log in, keeping more numlK;r.s available for 
general use, .since you give the number up 
when you end your sc.ssinn. Ofeour.se, for 
us gamer types, this method [xiscs a prolv 


ii ISP 

does not 
stand for 
Illuminati 
Society of 
Patagonia. 

An ISP is an 
Internet 
Service 
Provider. 99 
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^ If you've just dropped a wad on a 


spanking new Pentium Pro system, you 
may have noticed that game performance 
isn’t what you expected. Fear not, there's 
help available, in the form of a utility 
called FASTVID. FASTVID can be down- 
loaded from the Action Games forum on 


CompuServe (60 ACTION). Written by 
John Hinckley of Vistapro fame, FASTVID 
streamlines memory accesses and data 
transfer by the Pentium Pro. For exam- 
ple. a Pentium 166 may run Quake at 
11-13 fps (at 640x480); with the same 
graphics card, a Pentium Pro may get 
Quake at 16-17 fps. FASTVID can boost 
the performance up to 22-24 fps. 


lem: Wiiit the lidl is ni)’ IP number this 
lime? Cjc)mc.s that can u.se TCl’/IP direct!)' 
will require you to know )’oiir II’ iiuinbcr 
so other gamers can connect to your rig. 
Kiili95 will report (his infonnation, but if 
you're going direct over TCP/IP, you can 
gel your 11’ number using an undocu- 
mented Win 95 utility called ! P Configur- 
ation, whicli will re])orl all relevant IP 
information. Run il by going to the Start 
menu, .selecting Run, and typing 
"winipefg". (If your ISP has as.signcd you a 
static IP addicss, you won’t have to worry' 
about this; check with your ISP). 

’ 1 here’s one last |)icce of the |)uzzlc y'ou 
need to get from the Windows 95 CD; tlic 
Oial-LIp Scripting'lboi. Dial-up scripts are 
strings of commands and responses, like a 
DOS batch file, that automatically log you 
on with your ISP 'Ihe Dial-Up Scripting 
'Ibol is on the CD in the directory' 
\admin\apptools\dscript. Install it by ain- 
ning the Add Prcjgrams apijlet in the 
Control Panel, selecting the System tab, 
then finding the correct directoiy on the 
CD. Wlien y ou install the scripting tool, 
.some sam|)le scripts are installed; you can 
modify (hem. but the tweaks aren’t neces- 
sarily straightfonvard. Because each ISP 
handles logins in its own quirky w'ay. you 
may need to contact y'our ISP's tech .sui> 
port desk for hcl[). Microsoft’s Plus [)ack 
has an Internet Wizard installation tool 
that ea.ses TCP/IP, setup, thrrugh manual 
.setup will also get you there. 

AVOIDING THE THUMB SCREWS 

If yon have a good ISP, then they’ve 
probably tried to make iirstallation fairly 
painic.ss, but the rc.sults aie often mixed, 
kbr example, Ar&T "s Worldnet software 
uses its ow'ii T 'CP/IP software to connect 


to the Net, rather than Windows 95’s pro- 
tocol stack. It works, but it makes installing 
otlrcrTCP/IP applications difficult. 1 use a 
local ISP tliat has one of the best installa- 
tion routines I’ve seen. It even configured 
the dial-up script for my connection; all t 
had to do was add the IP addresses for the 
DNSs and the [jhone number 1 wanted to 
use to connect. 

OK, you’ve installed I'CP/IP, got the 
Dial-Up Adapter w'orking and can even 
mn Netscape or Internet Explorer to con- 
nect to outside Web sites. WTiat about 
games? Unfortunately, there’s no standard 
way to connect to other games. Online 
gaming services, like the Total Entertain- 
ment Nehvork, MPath, and Dw'ango 
charge money, but they' facilitate the 
])roccs.s of finding other gamers and their 
networks have some prosisions for speed- 
ing up overall game [jcrfonnancc. 'Pools 
like Kali95 (see last month’s column), let 
you play y our lR(-networked games over 
TCP/IP. Some games, like Qu.AKii;, can 
use'l’CP/IP directly. So until some of the 
standards begin to shake out, it will really 
depend on the game. 

Once you can actually connect, there 
are still two big headaches you might 
encounter. 'Hie first is modem hassles. 
Your modem aiid those used by your ISP 
may not get along very' well. I had enor- 
mous problems w'ith US Robotics 
Sportster modems with one particular 
ISP, but have had no problems with the 
same modem in connecting to Compu- 
Serve or other services. Contact your ser- 
vice provider’s tech support for advice. 

'Ihc second problem is more subtle, 
perhaps more insidious, and is difficult to 
control: Iciteuc}’. 'lire Internet is a huge 
network of interconnected computers. If 


cc 


you’re playing a game w'ilh a friend 
through the Internet, the data packets 
may have pas.scd through a number of 
computers in a complex relay (called 
hops) to get from your friend’s system to 
yours. Even in the best of connections, 
there’s a bit of time delay added — this 
time delay is called latency 

Recently, I participated in a NetMcch 
game using Kali95, and discox ered that 
one particular Mcch couldn’t be killed, 
even when four other players were 
pounding on him. Me w'asn’l cheating; 
latency' was the culprit. Mis NetMech pro- 
gram was out of sync with the others, and 
so the damage from weapons fire wasn't 
being ])roperiy recorded. 

GET THE MACHINE THAT GOES... 

You can test the latency in a cnide way 
by using an undocumented utility called 
PINC that exists in your Window's 95 
COMMAND directory, 'lb use it, you 
need to know' either the domain name or 
I P address of tlie server in question. You 
bring up a DOS prom[)t in a DOS box 
(i.e., run the MS-DOS command prompt 
from the Window's 95 task bar), 'lype “ping 
domain name" 0 T‘‘]m^lP address". 

PINC w'ill respond with messages that 
indicate the number of millLscconds it 
took to send a packet to the other scn'cr 
and get a reply back. You’ll find typical 
response timas of 200-300 milliseconds 
ox er the Internet, xx'hich can be too long 
for some games. Modems com]X)und the 
problem somewhat w'ilh their own latency, 
xvhich can range from 170 to alM)ut 250 
milliseconds. So betxx'cen the Internet and 
y our modem, you may get uinxard of a 
half-second delay'. Kor garden-xariety' data 
transfers and Wth surfing, it's not much of 
a problem. But games requiring latencies 
of less than 200 milliseconds are probably 
not good candidates for play over the 
Internet. Unfortunately, the internal net- 
w'ork latency of a multiplayer game isn't 
published in the documentation, so trial 
and error, or a call to (he game vendor's 
tech sup]X)rt rep, may be the only answ'cr. 

'Ihcrc’s a lot more to the Internet 
than xvc can cover here, but you've got 
the basics. Noxv get out there and frag 
somebody. % 
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The speakers that came with your computer are fine when you’re creating reports and spreadsheets. But when it comes to playing 
games, your speakers don’t cut it. Our ACS55 three piece Dolby® Multimedia Surround Sound Speaker System is an integration of 
hardware and software that will revolutionize your gaming audio. 

Satellite drivers fire multidirectional gaming audio for true surround sound. Combined with Dolby circuitry and our 30 watt 
•;|ubwoofer,you'll hear game sounds that will twist your head around. And ourACSSS system includes WaveCube’’' software addiqgj^^ 
‘‘tractive audio steering of your game sound and Wavetable true sound quality technology. Every 
''sound. Loud and clear. 

:haye sounds intended to amaze your ears. Don’t let your computer speakers get in the way. 

:f,t/je^CS5S,co// 1 -800-648-6663 Mulvmedia Division, Altec LansingTechnologies.Inc.Milford PA 1 8337 


6)996 At(ec Lansmg']«hnQtog)ej,lnc. Dotb^^and the double-D 
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It Sounds as Good 
as it Controls* * * 


The 3-D AUDIO Stick 


All joysticks kx>k the same, hut how do 
they act? Out of the lx)x, the Winner 
3D Audio Stick is ready to ROCK. Tlie 
Built-in Spatializer' Audio Chip produces 
3D Sound that blows the competition away. 




Plug it into your Sound Caid-PLAY IT 
LOUD - Usten to yoiir games cleh'er a far more 
rerdistic and irae'tO'life sowid field ihei\ yon ever 
flirnigiit lx)ssihle! It also sounds great with music, uxi. 


SPATIALIZER 


Tlie 3D Audio Stick is loaded wida features. Tlac 
base is e(.juipix;i.l widi Rudder, Throtde, and Volume 
controls. Tlie handle has 4'fire buttons and a Flight 
Hat to make sure that you blast your opjxrnent.s away. 

Prepare to enter die 3-D Sound Realm. 

To jxirchase, visit your computer dealer or contact us 
directly: Internet at : http://www.joystick.com 
or call us at: l-800-664'5552. 

Winner Products Inc. Phone (909) 595-2490 

21128 Commerce Pointe Drive Fax (909) 595-1483 

Walnut CA 91789 
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SPACEORB 360 • REVIEW 


On The Ball 

New 3D ContfollerLets You Do It All 


By Thierry Nguyen 

F or VVoi.l'l'iNS'iKlN 3D through 
Duk!'. NiiKl'Al 3D, the kcv'boiircl 
w;)s the controller, Kor Ql)AK)';rs 
out there, the mouse is tlic mas- 
ter. Now. Space'lcc wants to 
make a rubber ball on a stick 
your controller for any 3D 
action game. 

Spacc'lcc’s S]3aeeOb 360 features a 
' pow'crsensor” orb that can be puslieci. 
|)ulled and hvisted; it ak) lia,s sL\ buttons 
and software to make it [programmable. 

So hon does it play? Prett\' good, once 
you get used to it. 'Ihe fact that you can 
simultaneously control all six degrees of 
motion can be prett)' daunting to those 
w'ho use the kc^ipoard a lot. Initially, you 
may have some trouble, but with the .soft- 
ware training utilih’ and more plav, it’ll 


grow on \ou. /\ftcr getting used to it, I was 
able to circle strafe with extreme ease in 
DiikI'; NukI':m 3D, and wa.s able to easily 
ouimaneuver the robots in Dksc;|',NI' II. 

'Ihe SpaceOrb comes with preconfig- 
ured .software for DivSckvi', Doom II. 
DiiKi' Nukem 3D. 1 I lEitcncand 


^APPEAL: 3D action gamers looking 
for something better than the key- 
board, or something new altogether. 
>PROS: Good design with intuitive 
control input for 3D games; customiz- 
able; comes with preconfigured 
drivers for many 30 
action games. 

►CONS: An initial 
learning curve is 
required; installa- 
tion can lead to 
hardware conflicts. 


Mi'X:i i\\{\wuoii 2. config files 
weren’t availahie at press time, but Spacc- 
^lec .said that new files will be made avail- 
able on their I'TPsite. For now. ihe soft- 
ware onl\' has a batch file that \\ ill make 
your SpaeeC )i b .substitute for a mou.se. 

'Ihe main technical annovanee is the 
use of a serial port, 'ibu need a free 
COM port for this controller, lf\’ou're 
like most [people, who have a mou.se on 
COMl and a modem on COM2, you 
are going to ha\ e to unplug one of them 
and [plug in the SpaceOrb cvety time 
you want to u.sc it, or buy a ncv\' serial 
port and get into the fun of sharing IRQs 
and extra COM ports. 

V\hh customization options and the 
promise of future game support, the 
SpaceOrb 36(1 looks like a good eoutrollcr 
for 3D gamers. % 



Price: S99 I 

System I 

Requirements: I 

486-33 proces- I 

sor. 3-30MB ■ 

hard drive I 

space, CD- I 

ROM drive, I 

DOS or 

Windows 95, free serial 
(COM) port. 
Manufacturer: 

SpaceTec IMG, 

Lowell, Massachusetts 
(508) 970-0330 
www.spacetec.com 
Reader Service #/318 



For a FREE CATALOGUE CALL 

1 • aOO • 8-THUNDEB 


ThunderSeat Technologies 

17835 Sky Park Circle, Suite C i Irvine, CA 92714 
714.851.1230 . FAX: 714.851.1185 


OPTIONAL SIDE CONSOLES 

put your favorite joystick controls and mouse at a 
convenient position. Add a keyboard holder and you 
have the perfect setup for both flight simulation 
and office work. 


Shake Rattle and Roll 
for as little as StSS.SS! 


ihunderSeai 

Feedback System Used in 
Real F-16 Simulators 

Now Available to the Public 


"A DOUBLE MUST-HAVE. 

Anyone who plays computer 
games will want this 
AMAZING CHAIR!" 

Marc Splwak 
POPULAR ELECTRONICS 

"I could actually FEEL the 
punch of the afterburner!" 

Ed Dllle, ELECTRONIC GAMES 


“VIRTUAL UTOPIA!” 

Marc Dultz, STRATEGY PLUS 


HOW IT WORKS 

A 1 00 watt subwoofer built into the base generates 
low frequency sound that resonates through the 
wave chamber hidden inside the chair. Thus you not 
only hear but FEEL your simulation. Paired with your 
amplifier, the ThunderSeat makes your favorite flight 
Sim as realistic as it can be without a motion 
simulator! 
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REVIEW • MATROX MYSTIQUE 


3D Royale 
With Speed 

New Matrox Card Delivers Fast 2D And 3D Performance 



Price: 2 MB, S199; 
4 MB $279 
Manufacturer: 
Matrox, Inc. 
Dorval, Quebec, 
Canada 
www.matrox.com 


(514) 685-7230 
Reader Service if: 317 


by Dave Salvator 

N atrox liasc‘nturecllhe3i') 
fra\ with Mj^stiqnc, an 
SGR'VVI-bascd accel- 
erator that (leli\er.s 
sc reaiiiin^ 2D Windows 
perfomianee, solid 
[OOS perfonnanec, and 
good 3D performance 
as well. Myslic|iic.sii|> 
ports Microsoft’s 

Direcl3DAPI..s() it will mn those titles 
w hen they begin to ship this holida}’ .sea- 
son, 'ib get the parly started until tho.se 
titles arris e in force. Matrox is bundling 
Mrgin/Critcrions Scc)itc:i llci^ 

Activision's MicCi iWAWtiOR 2. and 
Son\7Ps\gnosis’s DicS'iKUCiioN D!’;iti5v2. 
though Dnutv won’t quite be ready w hen 
\ isstique .ships (buyers will receive a 
coupon). Wliat’s rcalh’ inviting about 
Msstiqiie is its price: SI W fr)r the 2 N IB 
\ersion. and 5279 for the d MB \ ersion. 

De.spitea tradition of blazing Win- 
Bench performance, past Matrox acceler- 
ators had le.s.s-tban-stcllar I90S jrerfor- 
mance and compatibility problems with 
some DOS titles, but Malmx has taken 
these pRiblems to heart, and the result is 
flawless, speedy DOS-litle perfonnance 
with F,h2()()(),D(iKF.NuKicM3D,’rni' 
Npaci) I'OR SricicD SF, and Qi ixKic. Frame 
rates on all these titles are smooth, even at 
some higher W-SAdisplaj' modes, thanks 
in part to Mj'slique’s XdsSA 2.0 .snpjwrt in 
its finnwarc. 

iMsstique continues the Matrox tradi- 
tion ofkickingass and taking names in 2D 
Windows perfonnance, with WinBench 
scores staying in the 29-30 Gmphic 
WinMarks range at 800x6l)().x256 colors, 
800x600x16,530 colors, and 1024x768x256 
colors. Fi.Ka ri' llNi.iMrncn 95, which uses 


DirectDraw, ran well at 640.x4S0 w ith all 
rendering features cranked up. 

On the 5D side. Mystique offers hard- 
ware accclcmtion of perspective-correct 
texture mapping, Couraud shading, tex- 
ture Iransparcncv, double-buffering and 


formal, '1 he result is (hat more-detailed 
palette infonnation for each texture can be 
stored in video memoiy and bilinear inter- 
polation won’t be as ncccssiip' to clean up 
block)’ texture coloration. 'I he texture 
maps on Mi'.Ci iW''AltiyoR2 use CLUI'S 



^VIVE LA DIFFERENCE The Mystique-accelerated MechWarrior 2 (right) adds rich 
I textures to scene landscapes while keeping the game's overall frame rate smooth. 


Z-buffering. Of the LTirccIsD titles that 
were far enough along to nin, Microsoft’s 
1 li:i.l.HI';\Dl''.R looked preltv impre.s,sivc, 
and the enhanced .scenes sped along 
nicel)' compared to the title ninning .sans 
hardware acceleration. Of the bundle- 
ware we saw. the Mssticjue-accelerated 
\crsion ofMl';cil\VAl<RI()l<2was dramati- 
cally impmved over the unaccelcr.ited 
version, w'iih all ground surfaces beauti- 
fully tcxlurc-map])ed. And despite a lack 
of bilinear filtering, these lextiirc-map sur- 
faces looked .smooth, 

Matiox decided not to have Mystique 
.support bilinear inicqxilalion in favor of 
keeping fnime rates in the 3{)-plus fps 
range, .since this feature e.vsentialiy c|uadni- 
plcs the compulation involved in render- 
ing ever)' texel (Icxliired ])ixei). Matrox 
believes that des elopcrswill instead favor 
a form of texture compression called 
Color 1 lookup ' liiblc 8, or Cl .If I ' 8. 'I his 
form of compression gives each tcxlure its 
own 8-bil (256-colai') palette, as opposed 
to .storing the textures in 16-bit RCB 


ninning on M)'stique, and the rc-sult is 
impressne. Irre,spcctivc of whether a 
Dircct3D title uses this fomi of texture 
compre.ssion, h Kslique will accelerate it. 

All in all, Matrox has put together a 
\’ciy fast 21.') board with |>retty imprc.ssi\c 
5D perfonnance as well. Msstique iss erv 
competitiscly priced in both its 2 MB and 
4 MB s'crsions, and would be a .solid addi- 
tion to a tricked-out gaming rig. % 


^APPEAL: Gamers who want to 
accelerate their DOS titles and be 
able to get more out of Direct30 
games when they ship en massa 
^PROS: A 2D screamer that delivers 
solid 3D performance as well. Nice 
added touch of embedded utility for 
changing resolutions. 

^COHS: Does not support bilinear fil- 
tering, which can 

image quality. 

Minor texture 
distortion in Mech- 
Warrior 2. The 
iiistallation is a 



CRYSTALIZER TIDALWAVE 32 • REVIEW 


Crystal Clear Sound 


But Not Quite Beady For Prime Time 


by Sheldon Leemon 

I hcTidalWave 52 is touted as an 
outstanding perfonner with an 
especially easy Flug-and-Fla)' 
(PnP) installation. In fact, 
tlie board does dclis er 

■' 
si 


good overall sound qtial- lli 


in part to a 2 MB General MIDI wave- 
table patch set. Mo,sl of the instruments, 
as well as dniin kits, sounded vcrj'good, 
though the horns were somewhat thin. 
Supposedly, the card can record and play 
back atidioal d8Kllz 


it}’, but its irk-some in- 


stallation utility doesn’t 


Iff 


quite live up to its claims. 

Tljc '^ndal\\'a\'c 32, like most 
recent sound cards, is com- ^ 

pletely softw'are-configurable. 

But here's where it gets kludg}’. Windows 
95 detected the PnP board’s presence at 
startup, but the install routine didn’t finish 
the job. According to the documentation, 
dris’ers for the card’s four components 
(audio, \\'a\ etable s}’nlh, joystick port, and 
IDE CD-ROM controller) miest be 
installed indisiduallv, in a particular order. 
Tlic iastallation sofUsarc originally set tlie 
uasetabie device to IRQ 10. An error 
message indicated that this device wasn’t 
working, so we had to manuall}' s-vvitch it 
to IRQ 7, using the Device Manager, in 
order to get it to work. 

Once we slogged tlirough the installa- 
tion, the card sounded ver}'good, thanks 




(DAI'qualit}'), 
but the bundled w'avc editor's maximum 
sampling rate was 44 Ki Iz (audio CD 
quaiit}’). VVe couldn't test the full-duplc.x 
audio feature— usefiil for speaker 
phone-like applicalioiis such as Internet 
Phone— because the drivers weren’t 
quite ready. 

Some games like VVarCiwI' II can 
“AutoDetect” audio hardware, but they 
were unable to automatically identify this 
card as Sound Bla.stcr compatible, in 
these cases, manually tweaking the sound 
card settings usually fixes the problem, but 
Duke Ni ikem 3D couldn’t produce more 




than monaural sound with tbc’lldal- 
Wave’s Sound Blaster emulation. In 
Window's 95 howexer, wc came across no 
other hiccup.s, and titles using Direct- 
Sound worked fine, with General MIDI 
music sounding vet}' good. 

Crystal Computer is a relative new- 
comer to the sound card arena, 
^ ^ and while the TidalWavc 32 gets 
' l' some things right, its rough edges 
r' can’t be overlooked. Ifyou’re 
1 looking for good gaming audio 
' and clean Genera! MIDI, and 
i don’t mind nia.ssaging its installa- 
tion a little, 'I’idaiWave 32 delivers 
on much of its promise. % 


^APPEAL: For those interested in 
good gaming audio and wavetable 
synthesis with General MIDI. 
^PROS: Good sound once installed, 
fairiy solid Sound Blaster compati- 
bility. 

^CONS: Clumsy 
installation that 
is somewhat at 
odds with the 
card's lofty “Plug 
and Play’’ claims. 



Price: About S175 
Manufacturer: Crystal 
Computer Corp. 

San Jose, CA 
(408) 383-2100 
Reader Service d: 339 
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PAUL SCHUYTEHA • GAME DESIGN 




esigning an 
ad\'cntiirc 
game for 
one person 
to pla\' isn’t 
terribly diffi- 
cult; design- 
ing it for 
eight people 
is probably 
eight times more complex. Miindrcds of 
strange events unfold w'hen pla\’crs begin 
to do unexpected things. Now imagine 
designing a graphic achenlure for thou- 
sands of players, with a consistent sloiy 
throughout an cnomious game world, 
multiple quests, rewards and contingen- 
cies. It’s a challenge the people who “cre- 
ate worlds” at Origin are facing evciy day 
on the UrilMAONl .INF, project. 

Once finished, this multiplayer block- 
buster is supposed to have a fully detailed 
and self-sustaining virtual world larger 
than that of all the UitilMAs combined. 
'Uvo thousand players can ])articipate 


Imagine 
designing an 
adventure for 
thousands of 
players in an 
enormous game 
world with mul- 
tiple quests and 

rewards. 99 


the "room mcntalit}'.'"lhough hpical of 
tnaii)’ multiplas cr emironmeuLs, it makes 
for a static world and doesn't gi\'c pla\ers 
a good reason to resisit game regions. 

Will this consideration in mind, the 
design team deckled early on that Ultn.MA 
0\l, INF should be a dynamic w orld, and 
a world that keeps itself in balance. 

"Part of the fun will be that we don’t 
know exactly w'ha t will happen once we 
turn it on,” admits i /mg. “We will have a 
game admiiiLstralor w'ho will be watching 
the world slate, though. He’ll sort of be 
playing Pdi'ULOUS, ifyou will, kle’ll 
w'alch the resources in the world and 
tweak and adjust things anytime it gets 
out of whack.” 

A DELICATE BALANCE 

Dcsigninga dsoamic world is tricks- 
business. I low do you create enough 
quests to interest 2,000 people? Origin’s 
.solution; don't. Create a world with 
enough logical conditions that it will 
generate its owi quests. I'br example, 
consider a cave in the \ irtual world. .'\n\' 
sclf-re.speeting cave needs a monster, so 
you assign the cave a “need for monster” 
request of tlie game-world engine. Poof! 

A monster, let’s say a dragon, is then spon- 
taneously created in the cave. Dragons 
arc big caters, so the dragon sends out a 
“need for meat" request. Meat, in the 


SKELETON CREW In ULTIMA ONLINE, you'll view monsters 
from the familiar overhead perspective seen in earlier Ultima 
adventures— even when you're running away. 


simiiltaneoiLsly, eaeh pursuing their own 
quests and agendas. In .short. Ufiima 
OnI-INF hopes to deliver on the “ev-ber- 
space" promise by offering a virtual world 
more exciting and rich lhan our real 
w orld. 'Ihat is, if the designers can ever 
figure out how' to get the thing going. 


WORLD GENESIS 

With a name like Starr I nng, you 
might think LIfiim-x Oni.INF’s producer 
would he a fomicr adult film .star. Aclu- 
ally, lies a fomier play-tester. 1 xmg started 
at Origin in the quality a.ssurance depart- 
ment. play-te.sling game,s. His numerous 
suggestions lauded him in Ihc role of 
associate producer for Ui:n\i,\ 9, but he 
dreamed of erealiiig a mulliplaycr 
Ufiima. l^chardCarriolt.a.k.a. l/iid 
British, ullimalely gave Ding a sliol al 
spearheading Ihc project. 

“'ihc original idea,” I /mg says, “was to 
lake an UiaiMAand just make it, so that 
you could have a ])ailv of people Iravel 
together.” ’ 1 hat idea soon withered when 
the design teain began 
looking al iVlUDsand 
the large number of 
players that could par- 
licipale simultaneously 
in those environments, 
Uufortunalelv, most 
MUDs require a .s-ystem 
administrator for every' 
do/cn players or so. to 
constanth’ reset loca- 
tions and tweak the 
gamc.'lhis slniclurc, in 
w hich a region is reset 
after Ihc cunent players 
lease the area, is called 
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DOUBLE YOUR DANGER Chatting with other players in 
Ultima Online is a great feature, but debating too long can 
bring other entities to the party, 
i ^ i — 

form of ciccr, roams llic forest oiiLsidc the 
cave, so the dragon’s life coiisisl.s of leav- 
ing the cave to consume deer. If some- 
thing happens (hat lowers the deer popu- 
lation (badwealher, ovcrhiinlingor a 
game administrator strategically killing off 
deer), the dragon will have to widen its 
.search for meat, w hich might lead it to the 
.sheep pastures outside town. 

At this point nonplaycr characters 
(NPCs) can be usefiii to tell real players 
about a ra\ cnoas dragon roaming tiic 
countrssidc. N'PCs can also sweeten the 
pot by offering rewards to an) one who 
can slay it. But what are they going to say? 

"All of the [NPCs’] conversations come 
from a dynamic conversation pool which 
is linked to the w orld state,” explains 
I ong.’lhis means that if you, as a player, 
were to w'alk into this town, any one of the 
villagers will say something like “I Icy, we 
need vour help-this dragon is eating all 
our, sheep.”'! bus, the "Kill the Dragon” 
c|uesl is under w'ay — succeed, and the \i!- 
lagers will handsomely rewanl you. 

In addition to quests 

generated by the world 
itself because of the 
"world balance” chnam- 
ics, other cpicsts are 
generated by ‘'(|uest” for- 
mulae based on what 
the game NPCs need. 

"’lou can pla\’a tradi- 
tional hack-and-slash 
role in this game, ”.says 
liOng, '‘orsoucaii 
ch(H).se to plav a nontra- 


ditional RPC role — sou can lx; the baker." 

As in earlier UlTlMAs, a player can mi.\ 
flour and water and bake it in an oven to 
make bread. In UttilMS ONLlNl',, _\ ou can 
sell the bread for hard cash (to both other 
]Dla)'cr,s and NPCs) and be on xxrur wa)’ 
down a new "\ir1ual career ijath.” 

“If ) ou don't want to do an)’ of (hat, if 
you want to jirst hang out in (he tav ern 
and drink simulated ale, v ou can do that, 
too,” Lx)ng sa)'s with a giin. 

CHAOS SOUP 

Despite the strength of a 
condition-generated w’orld, 
there arc other problems to 
deal with, Whatiuppens 
when a p!a)’er leaves the 
game? Tills can occur 
under .several situations, 
but the tw o most common 
are when a plaver finishes 
a iiightiy gaming session or 
when a glitch in a player’s 
Internet connection 
bounces him or her frerm the game. 

“We’ve debated it back and forth and 
changed it about 25 limes so far,” SUV's 
1 *ing. '■’Ilie easie.st wav, of course, is to 
jirst have the plaver vanish, but, fictionally, 
that really sucks." 

Another problem that plagues multi- 
pla)’er games is ever)’ gamer’s tcndenc)' 
toward homicide. New' jjlaycrs are often 
easy marks for more experienced ])la)'ers 
w'ho want their possessions. 

■^Ib lessen the gap between experienced 
and new players, the designers decided to 
create a skill-based charactci' ,s)'slcm as 
op])osed to level-based (as in many tradi- 
tional pencil-and-papcr RPC)s). There arc 



STAR OF THE SHOW 

“We’re doing our 
damnedest to make sure 
this will feel like a real 
world," says Starr Long, 
Ultima Online producer. 


dozens of skills to know, from swordplay 
to picking locks, but a plav'cr will onl\- be 
able to be ijroficient in .several skills at a 
time. Work on a skill and it will increa.sc; 
leav'c a skill idle, and il will degrade, 
Andhovvafx)ut.socio])athic plav’crs? 
'■'Miere’s going to be a lot of them,” le)ng 
admits. But to balance (he scales, the 
urban areas of the game will tiglitly 
enforce the law. Powerful guards will be 
po.sted on nearly ever)’ cor- 
nel’, and it a pkw’cr breaks the 
law in a town, he’ll be ta^cd 
an oiiiiaw. If he returns to 
town, the guards w'ili imme- 
diately conv'crgc. Outside 
the cities, it will be a different 
mailer. “Its chaos,” he says. 
“We’re not saying that )'oii 
can’t he a sociopath, but it's 
going to be a \'cr)' different 
game for v ou," 


A S 

te: 

6c 

W 


s you read this. Ultima Online will most likely be in beta 
testing. Origin hasn’t announced an official "live release" 
date yet, but you can check the company’s Ultima Online 

.Web page lor up- -jr-r,rrT|-K';i.i -i 

dates: http://www.owo.Gom/ 
uo.hlml. Once the game is 
released, it will be administered 
entirely ty Origin, and access 
be via a 32'bit Internet connection 
(ttiough a 14.4 Kbps modem will 
suffice in terms of throughput). 



IT'S THE GRAY MAHER, 
STUPID 

IX'spite the cluilleugcs in dealing 
with so mail)’ variahle.s. the pavoff could 
he unprecedented depth in a graphic 
advcnliirc. Who knows, maybe people 
vvho’v’e had a taste of ULTiMv Onune 
won’t w’ani to go back to boxed games, 
"'ibn'rc nev’cr going to get the gameplav’ 
out of a computer that vou can get out 
of another person,” f.ong says. “Other 
[jcople arc what really make games 
inlercsiing. 

"During our ]nihlic pre-al|')ha le,sl, 
we had people w'ho literally did not log 
off for a week. Groups of players 
formed tribes, and at the end of the test 
there was a huge battle between the 
two largest tribes. None 
of that we set up — w'c 
gave them the w orld to 
play in, and human 
nature took over.” 

Will UciiMA Online 

and others of its kind 
descend into tribal warfare? 
We ’ll have to find out. But 
at least we ’ll have the 
opportunity — Origin 
created the world, the 
ganicplav is up to vou. 






WICKEDLY FAST 



From the people who brought you Matrox Millennium, 
the world’s favorite graphics accelerator, comes the 
next wave of graphics innovation for your home PC. 


Discover the new M«fro.v Mysfir/m’. At last you 
can experience truly immersive, wickedly fast 
3D game play with all the high resolutions and 
color depths you’ve come to expect. 


With Murntv My.-:£u/iiL-’i- lightning fast 3D texture 
mapping engine, you can finally accelerate 
the avalanche of Direct 3D games coming to 
market. You’ll also get the world’s fastest 
game play with its 32-bit VGA core. 


Immerse yourself in no-compromise 3D game performance with 
up to 30+ frames per second at full screen and in realistic colors, 
That's twice as fast as the competition's 3D decelerators. And 
the ultimate gaming solution, add on Mcitmv Rtiiriljoir Rminfr ViJeo 
to play your PC games right on your big screen TV! 


More than just another 3D game accelerator, Mtifnw My.stic/ 
integrates blazing fast Windows, video and DOS acceleration 
into a single board for the most complete 3D entertaii^pient ana 
multimedia solution. 


Video features include hardware MPEG playback. Grabbing still 
video frames from your VCR or video camera. And watching TV 
on your PC, 


So don't settle for the competition's 3D toys. Transform your home 
PC into a complete 3D entertainment and multimedia system with 
Mdtrav My-stii/m-, Starting at only $199 (ESP 2 MB, PCI bus). 


Make obsolescense a thing of the past. Add more memory for 
4 MB of gaming power or enhance your video performance by 
adding on the Muimv Ruinliuu' Rihhkt series of video upgrades. 


MIND-BLOWING 


MATROX 

rn'ioijs 


^ Free game bundle* 


1-800-362-9349 http://www.matrox.com/mga 

Mutroa Graphics lnc.l02S St Ulvd Dentil. Qiioticc, Ciiiuk1,i, H9P 2T'I Tci: 5l4.'lE9,E32tI Fat: 514 569 5353 
tn Quebec, cull, 514-969 6330 •flauil version only 


SiifiiSfiNiiti 




IIIECHWARRiOII2 





Absolute 3D graphics, You want them to scream. 

You want them to he real, You want them to be S3d:" 

The What; The S3d acceleration chip makes games, 

Internet 3D, and all Windows applications dance, It lives on 

something to scream about. 

accelerator boards and computer systems carrying 

the S3d logo. It revs all 3D and 2D games and software, 
but when you match S3d logo hardware with S3d logo 

software, the results are extreme: the best 2D graphics, 
the most realistic 3D, and an affordable price. 

The Where; Seek S3d on computer systems like 
Compaq! Dell,“ Hewlett Packard" and Packard Bein' 

Find S3d on accelerator boards from Diamond Multimedia, 
Number Nine,* and STB.' Demand S3d on games from 

Interplay,' Activision," Eidos,’ Mindscape'and on titles like 
Descent ll!" MechWarrior 2;” Confirmed Kill;" and MegaRace 21" 

The Why; Because you want 3D so real it screams. 



hit our web site for the real stuff; seek, s3.com 


S3d is compatible with Windows' 95, Windows 3.1, Windows NT;" and 0/S2. 






Real FI cars. ^ 
Real driuers. 

Real teams. 

' Real tracks. ^ 
Real competition. 


SCORPIA- ADVENTURE/RPG 





Jired Of Walking Out Of Interactive Movies? 
Tiy The Pandora Directive 


FORKS IN THE ROAD 

You c;m choose fmm three nwin paths 
through l^'WDOR v leading to seven differ- 
ent [jossiblc endings. ’ I lie routes can be 
summed up as "nice gin" (Mission 
Street), "neutral guy" (Lombard Street) 
and “nast}' guy” (Rouievard of Broken 
Dreams). 'I'lie jVlission Street path has two 
endings, 1 omhard one, and Boulesard 
four. 

'lex’s actions in the game, particulady 
how he deals with people in certain situa- 
tions. detennine the route and conclusion. 
So it isn’t any one event but the develop- 
ment of 'lex’s personality over time that 
detennines the outeoine—as well as sev- 


ii The 
ability to 
develop Tex's 
personality 
is worth the 
price of 
admission 
all by 
itself. 


► Gazing into the crystal ball this 
month, your adventure-game 
soothsayer sees a 
famous man.. .a big 
man.. .a man who has 
played Fred Flintstone 
in the movies. Yes, 
it's John Goodman, 
and with him are 
members of the 
seminal 70s come- 
dy troupe Firesign 
Theater, What are these clowns 
doing in CGW's crystal ball, you 
ask? Why, they're involved in a 
fuli-on, hilarious-looking parody of 
one of the best-selling computer 
games of all time. We’d tell you 
which one, but we’re getting all 


misty-eyed just thinking about the 
comic possibilities. Look for a 
sneak preview next month. 

► Another celebrity in 
the crystal bail is hor- 
rormeister Wes Craven, 
who is collaborating with 
Cyberdreams to create his 
first computer game. 
Principles of Fear. We don’t 
know much about this late 
'97 release yet, other than 
that it’s (what else?) a psychologi- 
cal thriller, told from the perspec- 
tives of a man and his 10-year-o)d 
daughter, with much of the action 
taking place within (what else?) 
the dreams of the characters. Uh, 
Freddy is dead, isn’t he? 


O t ull sturlcd so simply. 'lex 
Murphy, old-stvie P.I., is 
upprouclied b\’ Gordon 
Fitzpatrick to locate an 
old friend, Tlioma,s 
Malloy. It’s just a whim, so 
he .saj-s, brought on b\’ see- 
ing Mallo)’’s picture in the 
newspaper. Murphy; down 
on his luck and needing 
cash, takes the ca.se. Before long, he’s 
involved with serial killers, the 1947, 
Ro.sweli, NM UFO; conspiracies; dou- 
ble-crosses; iiTScrutable Mayan refer- 
ences; and a mysterious beautiful 
woman. Finding luLssing persons was 


never quite like this in Mammctt and 
Chandler, 'lex begins to wonder if he 
might not be in a little over his head, 
but it’s too laic to turn back now, 1 'or 
better or worse, he must follow the 
twisting trail to the end. 

Thp; Pandoiia Directi\T';, the sei|ud 
to Acces.s’s hit Under A Kii.i.in(: 
Moon, is a complicated story, and a big 
part of the game is watching that stoiw 
unfold. So it wouldn't do to give awav 
too much of the plot. Besides, how 
things go in the game depends in large 
measure on how you play the part of 
Tex Muq^hv, 


axF 


Tex Murphy, 
Part Deux 


tio 
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ADVENTURE/RPG 


SCORPIA 



Price: $79.95 
System Requirements; 

IBM-compatible 
486/66, 8 MB RAM (16 
MB recommended), 10 
MB hard drive space. 
VESA-compliant SVGA 
display, 2x CD-ROM (4x 
recommended), 
mouse. Supports all 
major sound boards 
(16-bit recommended). 
Protection; None (CD 
must be in drive) 
Designers: Chris 
Jones, Aaron Conners 
Publisher: Access 
Software Inc. 
Salt Lake City, Utah. 
(800) 800-4880 
Reader Service H: 342 



EIGHT MONTHS A WEEK 
The big gaffe in The Pandora Directive 
is the Mayan date puzzle, based on 
the 260-day Mayan calendar. To open 
one of the Pandora boxes, you first 
figure out some Mayan dates (which 
is easy), then calculate what they 


cnil .smaller incidents along tlic way. 

'Ilicrc is definitely more here than solving 
a few piizzle.s. 

P/\NDOlt.\ also presents two modes of 
pla\’: Entertainment and Game I’hn cr. 

’ lire two coincide fairl\’ clo,scly in most 
respects; the main difference is that 
Entertainment can gi\ e sou answers if 
sou’re stuck, while Game Plavcr has more 
poinLs and a few extra puzzles. 

Entertainment mode doesn't tell you 
cs'cntliing, howc\'cr. 'Ihc answer screen 
will get you tliroiigh thead\entiiic [jai l of 
the game, ineliiding conversations, VMth 
the Pandora puzzle boxes and a few otlicr 
things though, you’re .strictly on your own. 

I f you find them too hard, you can tyiJC in 
a code to soK'e the jxizzlc automaticall}’, 
at a certain cost in point.s. but you won't 
get any hints toward the solution. 

In Came Player mode, no hints or Ik'![) 
are offered; you depend strictK' on your 
own brainwork. Additionallv, the puzz.lcs 
at this le\ el come with bonus points and 
either a tiinc limit or a move limit. I'br a 
time-limited puzzle, you have a certain 
amount of “free time” on the clock. 
Wlicn that nins out, both regular ]3oints 
and bonus points begin decreasing. 'Ihc 
bonus can mn dov\n to zero, but most of 
the time the regular points maintain a 
minimum rcgaidlcs.s of hnw' long it take,s 
to reach a solution. 'Ihc mo\ c-liinitccl 
puzylcsaa: similar, except thatsou have 
free moves instead of free time. If you use 
up )’our free mo\’cs, once again both 
bonus and regular points start decreasing. 

Should you find that too tough, you 
ha\ e the option to switch to 
Entertainment lc\el. (his is a one-w ay 
street, though; you can’t go back to Came 
Player mode. 


would be in our calendar, and line 
them up on the box. I thought this 
would be a snap, since I happen to 
have a Mayan calendar (really). 

As it turned out, however, the puzzle 
designer set it up wrong, inadver- 
tently treating Mayan days as months. 
This gives results rather far from real- 
ity. I discussed the matter with 
Access, who were a little nonplused 


DUCK YOU SUCKER 

'Hie game’s interface is simple and 
mo.silvinouse-controlled.altlioiigli hoi 
kc\'s arc available for many actions. You 
nKtve arouucl iii a ?fi()-degrce envi- 
ronmeiil. 'll)!! can look up to the ceiling, 
down to ihe floor, to either side and 
behind von. Imporlantly.you can also 
stand oinoiir 
Iocs or crouch 
close lo the 
ground. In 
many 

iuslanccs,)(iii 
miisl change 
)()ur viewing 
angle losceor 
find things. 

Staving at eye 
level is a good 
way lo gel 
stuck quickly. 

'Ifav cling 
hctweeii loca- 
tions in the 
game has been made verv' casv; Ibu’re 
given three maps: one for (Chandler Street 
(’lex’s neighborhood), one for San 
I'l ancisco (his city) and one for North 
America, 'lb go someplace, you simpiv 
display flic appropriate map, click the 
desired localioti.anti vou’re there. If a 
location has several areas, v ou can nanow 
vour choice lo Ihe particular oncv’oii 
want. 

Inleraeling with the world i.s simple. . Vs 
the cursor mov cs o\ er objects or people 
oil ihe .screen, words sueli as'‘[y)okand 
\ lov e” or “i xiok and 'talk” light up, show- 
ing vour options, [lie right mouse button 
t veles the choices, and left-clicking 
chooses Ihe aclion. 


by their error. However, after double- 
checking the material in the game, 
they believe that if players work on 
the puzzle using only the clues pro- 
vided, they will come up with the 
solution the game expects. So, don't 
go running oft to the library for a 
book on Mayan civilization. Use only 
what is provided in the game itself to 
solve the puzzle. 


Invcnloiy items are displavcd in the 
upper right, and (here appears lo be no 
limit lo how much you can cany. Objects 
usiiallv disappear once thev’vc been used, 
which helps reduce clutter. Some items 
can be used in combination vvitii otli- 
ers— anoliier imporianl feature. 

Conversations arc of tliree main types: 


automatic. ])ersonal and infonnational. 
Automatic conversations liappen sponla- 
neouslv at certain points during plav. Mow 
litey go and wliat s said de])eiKls largely on 
hovvTex lias been beliav'iiig up to that 
mnmeiil. 

Personal dials generally occur wlicn 
you talk lo someone for the first lime, or 
when 'lex is liyiiig to gel on his girlfriend’s 
good side, 'lypieallv' during these inter- 
ludes vou have three choices of response, 
and oflen llie.se correspond lo the three 
game paths, lull not always. And vou can’t 
be sure of what exiiclly’ lex will sav’.'llic 
manual reeoinmeiids sjiving before con- 
versations. and so clol- 

Diiriiig informational conversations. 
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No other fantas^role-playing 


Experience die thrills, 
glle nges and 


game comes 'BlosiytO 


Antara’s eilgrOlSSing, 


’Mpti\igtinK fant^ 

t ^ 


twisting pl©t lines, 


its magnificent 


realism , with our free 


3-D world i 


Internet demo at 


its advanced combat system. 


.sierra.com. Or 


and its inromparable 


artificial intelligence 


sofi^afc dealer. 
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you can ask people about (o[)ics from a list 
ofsiibjccts or give or show from llie inven- 
tors: Naturalh; not everyone will know 
about e\ cr\liiing, but it’s usually a good 
idea to go over everything once with each 
person. 

You can sa\'c your game almost any- 
time. 'llic save feature is, in fact, the most 
elaborate I’ve seen. Ilic number of .saves 
is limited only bv your drive space, and all 
save files arc lc.s.s than 5K. Flach save is 
stamped with the real-world dav and time 
and the game da\’ and location, and to 
these you can add your own comments. 
Finally, more than one person can play at 
tlie same time: You provide a ])la\ cr name 
at the .start of a new game, and this is used 
for the on-dfsk .sa\ e-file name,s. 



PLAN 9— NOT! As shown in this movie-quality shot, The Pandora Directive’s plot goes 
from a simple missing-persons case to something much bigger 


PUZZLING EVIDENCE 

Pandok\ has a lot going for it, but as 
with any game, there’s a dark cloud to go 
with the silver lining. While it ran rela- 
tively cleanly, the game was subject to 
transient crashes, typically with some sort 
of DOS4CW problem. Tliey didn’t hap- 
pen very often, but it was annoying w'hen 
they did. I lappily, there is an offset to 
this: 'Ilic game remembers c.\actly where 
you were at the time, and on relaunch 
will ask if \nii want to resume the current 
game. Answ'ering “yes” returns you to the 
point at which you crashed, even if you 
ha\ cn’t sa\’cd for a while. 



FACT OR FICTION? In another cutscene, players learn of some con- 
nection between the Roswell crash in 1947 and Tex’s current case 
in San Francisco, circa 2043. 


'Ihe dialogue is ca])tioncd throughout 
(if you want it to be), and that’s good, 
especially for people with hearing prob- 
lems. Wdiat isn’l so good is that you need 
to be able to hear to .solve some puzzles. 
Somcoue ought to luwe realized that ea]>- 
tions alone aren’t enough to get through 
the game. 

Another sore point is the inelirsion of 
"coordination exercises." At Ro.swell,you 
must go through a laser field a minimum 
of five times, on one occasion mnning as 
fast as possible, on both levels of play. On 
Game Player level (only) y'ou ha\'c to 
ero.ss the Mayan l''irel)a!l Room— la\a, 

narrow paths, flaming 
death from above— 
for no purpose except 
as a time-wasting 
obstacle. 

'Flic time limits for 
soK'ing [jiizzles are 
silly. Tbere is no rea- 
son you .should need 
to, for cxiimplc, 
reassemble a lorn 
photo w'ithin so many 
seconds, ft makes no 
difference in the 
game itself and lends 
an airof artificiality. 
And if the designers 
insist on time limit.s. 


at the very' least they could have been fair 
to those in Game Player mode and mt 
had bonus points and puz-zlc points nin 
out simultaneously. 

PATHS OF GLORY 

Daspite these critcisms, Tl IE P/V\DOR.\ 
DiiyX’'ll\’i-; is still a superior entry' in the 
adventure field. It is evident that Access 
took a great deal of care (most of the time) 
to provide a ganie that’s enjoyable for both 
novice and experienced ])laycrs. Com- 
plete captioning, dual-play mode, a 
detailed hint sy'stem, a simple interface, 
easy travel, a wide range of puzzles, an 
excellent save facility and an interesting 
story' line all combine to make a pretty' 
good game in themselves. 

Best of all is the the multiple paths. 
Tlie ability to develop the lead charac- 
ter’s personality' in certain way^-vvay's 
that have a definite, material effect on 
the conclusion, irrespective of puzzle- 
solving-is worth the jjricc of admission 
by itself. 'Ibis is something you expect in 
a role-playing game, but rarely' if ever see 
there. To find it in an adventure is amaz- 
ing, to say the least. So don’t let the 
“interactive movie” label jjut you off; 
'PnE PaM')OK\ DlRi'Crtxii; is w'orthy of 
your attention, w'hatever your level of 
gaming expertise. 
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SCORPIA • SCORPIA'S MAIL 


Hinting Around 

Don’t Take An Axe To Your Rig-Read Scorpia’s Tips Instead 


o here we nre, out of the cir)' 
(ganiewise) summer and 
into, cvcr)'oiie hopes, a 
boiinliful pre-Christmas 
season of gaming. 1 sure 
hope so, Ijccausc we can 
ccriainly use .some good 
new products, especially 
ro!e-i)laying games. Many 
of the letters I’ve been 
receiving lately have sjiid, prcttv'much, 
“adv enture games are nice, but where are 
the CRPCs??” Wiere, indeed? 

So few have been released thi.s 
year you can count 
tliem on one hand. 

’’Hiat’s dismal, to say 
the least. Tlie renais- 
sance of the adventure 
game has really over- 
shadowed the RPC the 
last couple of years. So 
w'e can onlv' hope that, 
befoi c too long, rumors of such games as 
the new Mici I'l' & Magic; Ucnxu IX 
L\NDS Ol' LOW'; li, DACCKiU-ALL, 
\Vr/.\w^RY\dll, an so on., will turn out to 
be reality (any game not in my claws, or 
not in the stores, is a minor as far as 1 am 
concerned). In the meantime, there’s still 



►AOL Scorpia’s Lair (keyAvord: 
scorpia). 

^Delphi; GameSIG (Groups and 
Clubs menu). 

►GEnie: Games RoundTable (type: 
Scorpia) 

►Internet; scorpia@aol.com 

►U.S. Mail (with a self-addressed, 
stamped envelope if you live in the 
United States): 

Scorpia 
P.O. Box 338 
Grade Station 
New York, NY 10028 


mail on older games to be answered, so 
let’s get to it. 

l^PPliR; People fooling around in the 
Isis well may be having a little trouble 
“breaking the Ice” (heh). 'llie Egyptian 
hieroglyphics can be confusing, and this 
can be a tough iju/alc until you catch on 
to the secret, 'll len it’s as simple as A, B, 

C, if you know' where to start, and you 
should. 

S'lDNEKlsliP: lughtiiig in tliis game was 
prctt\' easy’ for the most part, until the 
jjarty' arrived in the Palace of Shadows. 
'Ihcn it turned very tough, very quickly. 
With every combat a real life-or-dcath 
slmggle, 1 looked around for a Ireltcr 

way, and found one: invisibility! Once 
the group couldn’t be seen, the mon- 
sters were duck soup. We could walk 
right up to them, beat on tliem and 
they never noticed a thing. Good 
stuff! Just remember when fighting 
those skeletons that you have to pick 
up the skulls, .swords and helms they 
drop, or the critters will come back 
together again. 

Gabriel Knici rr 2: The Bf.vs'i 
\Vrn iiN: A lot of gamers are liaving 
trouble finding matches at the 
hunting lodge, hirst, the fire has to 
be going in the fireplace. 'Ihat means vis- 
iting all the rooms upstairs, including a 
certain locked one. 'Ihcn check the man- 
tle over the firciilace very carefully. 'Ihc 
box is small and easy to miss. But if the fire 
is going, the matches arc there, so look 
close, and you should .see them. 

I.ANDS OF lX)Rl'; 1: People are still jilay- 
ing this one, and still having the same dif- 
ficulties. One of those is the Wliite 'lower, 
particularly the snakes upstairs. Unfor- 
tunately, there isn’t anything you can <lo 
about tliem once they' appear; vou just 
hav'C to stand there and lake the damage. 
So you have to stop them from showing 
up, and that means killing the ghosts as 
.soon as possible. It’s the ghosts that sum- 
mon the snakes. No ghosts, no snakes. 


'lliat’s easier said than done (as I w ell 
know!), but using emerald swords can 
help matters a great deal; those arc the 
best vveapoi is against spooks. 

Entqmori’H: Some folks arc a little 
bugged (heh) by not being able to do any- 
thing in the pyramid. At Iea.st, not w ithout 
a certain coin, 'this is a tricky thii ig to find, 
but if you look carefully around the third 
rebel hideout, you may come across it. 

Just don’t expect any one there to roll out 
the caqict for y ou. 

Uliima VII; Serpent Isle: Yep, the 
Uei'IMAs remain popular, and so do the 
problems. In this case, it’s getting the pass- 
word to a certain gate up in Cwani land. 
'Ihis one is not easy, hirst, of course, you 
have to help the Cwanis, 'Ihcn you have 
to remember you’re looking for Batlin. 
’^fhen you have to do sometliing to get on 
his trail again. Mnally, after all that, you 
need to find someone (not too 
far off) who w ill give 
you the [lassword. 
AW'ILOI'DaWN: 

■ Some gamers are, so 
to speak, stuck on the 
heights. 'ilieyvc gone 
through Quagmire, 
climbed the mountain, 
and now discover they' 
can’t go any farther, at least not on their 
own. Reachii ig Ihc evil slronghold across 
the way re(|uire.s hel[), and if you think 
othenvise, you’re just w'iiisfling in the dark. 

Rwenlofl Stone PropiiI':!'; Players 
at the end game are vv ondering what lo 
do now that they hav e Anhkiepot coming 
after them. Well, I don’t suggest try'ing to 
fight him; that’s a losing pro]xi.sition. 
Idowcv'cr, if you’ve reassembled the two 
seals and u.sed them in the proper places 
(wliich y ou should do before waking the 
Big A), then all that’s necessary' is loplay 
follow-thc-leader and bring about the 
happy reunion. 

/\nd that’s it for this look into the mail- 
bag. Until next time, happy adventuring! % 
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1, AND HAND-TO-HAND COMBAT 
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Non-linear 30 game plav . 
"vStanoard-setting'’ . ,, 

. ' GRAPHICS: "It'S LIKE J 
PLATING OTHER GAMES' i 
COT SEOUENCES!" j 

Infinite replataoilitt 

Fortoor pc CD-ROM 


AClUf.LTIl Gf.HEPLfiT 


AClllsL30E/i«EPlf( 


I II 0,ST»|^ 

RiinliDiii UJcol 

Studiiis Visual Entsrtalnnisnt 


Ravage us on the neb at vww.ihscape.csm/davageDCX 
BR call l-BOO-510-1791 FOR MORE IHFO. 


Ravage D.C.X"'^ 91996 Inscape. 
All rights reserved. 


ADVCNTURE/RP6 


REVIEW • THE ELK HOON MURDER 




Price: S29.95 
System 
Requirements: 
IBM-compatible 
486DX-66 or better 
processor, 8 MB RAM, 
35 MB hard drive 
space, MS-DOS 6.22, 
Windows 3.1 or better, 
SVGA graphics, 2x CD- 
ROM, Sound Blaster 
16-compatibie sound 
card, mouse. 
Macintosh require- 
ments: 68040 
66/33MHZ processor, 
System 7,5,1. 
Protection: None (CO 
must be in drive) 
Designers: Shannon 
Gilligan, Sam Egan 
Publisher: Activision 
Los Angeles, CA 
(310) 473-9200 
Reader Service #; 320 




Shallow Grave 

The Elk Moon Murder Looks Pretty, But Gameplayls [£ft for Dead 

by Jeff Green 



T i ir; 1 ')lk Moon MuRDF-n is 
tlic computer giinic cc|iuva- 
Icnl ofabciicli-vacalioii mys- 
tery novel, it won't last long, 

) ()u won't remember it a 
w eek later, but if\'()u’rc com- 
pletely willing to lower your 
slanclarcis and shift your brain 
into neutral, you might find it 
niake.s for a quick diversion. 

If that .sounds like faint praise, it is. For 
while there’s certainly room in the world 
for cas)', lightweight computer game.s, 
Ei.K Moon is not nearh as good as it 


potter, has been shot dead in her studio. 
At the time of her death, she had been 
w'orking on restoring a valuable, ancient 
pot— now missing— that was to be 
returned to the Santa \'era Pueblo after 
being kept for years in the private collec- 
tion ofa rich local art maven. 

You are a rookie detective .issigned to 
the case along with your partner, )ohn 
Night Sk\', and your lx>.s.s is giving you just 
five day's to find the killer before the k'BI 
[limps in. Unfortunately, like a chcc.sy 
Murder, She Wrote jiiot, just about every 
character you meet seems to hav c had a 
reason to kill the v'ic- 


► SAY, IS THAT A NEWTON? Your main interface in the game, 
from which you'll perform all your detective work, is this per- 
sonal digital assistant. 


could be, even on this level, and it has 
enough problems tliat even newbie 
adventurers should probably think tw'ice 
before laying down their cash. 

DEAD AND LOVING IT 

Activision’s two-CD interactive murder 
mystery' is set in Santa Fe, New Mexico- 
almost 'Ibny I lillcmian country'— and Uie 
story bears more than a passing resem- 
blance to that mystery nov elist’s w'ork 
(specifically A 'thief of't'imc). Anna Elk 
Moon, a well-known Native American 


lim.'niere’slhe des- 
perate, shady real- 
estate developer who 
wiis [lublicly fighting 
with /\nna ov'cra pro- 
jiosed casino devel- 
opment on the 
pueblo. 'lliere's the 
fomier art dealer 
who was furious with 
Anna’s decision to 
<|uit and who publicly 
threatened to destroy 
her. 'lliere’s the art 
collector’s nephew, 
who believed that 
the pot wus rightfully 
his. ’^Hicre’s her dninbrd husband, her 
jealous lover, her jealous ex-husband, her 
husband’s jealous ex-w'ife and her disgnin- 
tled fonner gardener. And. believe it or 
not. there’s even more, but I have chosen 
to spare you the rest. Ibu’rc welcome. 

Camcjilay is basically a matter of 
choo.sing suspects and infomiants to talk 
to from an overhead rendering of the 
town and then watching video clips of the 
interview's. Your primary' interface is a 
Newton-like Pi!)A , which lets you order 
and receive forensics reports and alibi 


verifications: review cascfiles, evidence 
and notes; and rccdv'c barking voicemail 
commands from your bo,ss,' I lie acting 
throughout the game is .suqirisingly good, 
as is the dialog, which helps elevate the 
characters well above the lev el of carica- 
ture common to this genre. Along with 
the realistic sets and welklcsigned inter- 
face, Flk Moon, on a superficial level, 
has the aura of a first-class production, it's 
only w'hen you actually tiy' to play the 
thing— a minor detail, 1 know— that you 
realize just how superficial it is. 

TIME OUT OF JOINT 

Msscntially, if. Ei .K Moon MuiU)I-.r 
is an adventure game rail-shooter, guiding 
y'ou along and only letting you talk to cer- 
tain suspects at certain times— and once 
y'ou’vc seen the two or three video cli|)s 
recorded for that person, you can’t talk to 
them again. If you’ve since discovered a 
crucial piece of infonnation that contra- 
dicts their testimony; too bad. 

Worse, the game is not smart about 
knowing when you've [licked up iiiforma- 
tion from one character that would affect 
your tiuestioning of another. 'Hiat is, the 
first time you talk to someone, you will 
always ask the exact same c[ue.stions and 
get the same v'ideo resjionses, the second 
time you talk to tliem, you’ll get the sec- 
ond round of canned questions and 
answers. Wliat this means is that, depend- 
ing on the order in which you talk to peo- 
ple, you’re often going to know way- more 
than you’re going to be allowed to ask. 

"lb give one small example, once 1 knew' 
that Karen Gordon had .spent the night 
w'ith Ed Snyder, 1 went to talk to him. But 
because 1 vv-as visiting him for the first 
time, 1 was watching Canned Mdeo Se- 
quence III, and Karen’s visit doesn’t come 
up at all. We blow he’s ly'ing, yet w'c don’t 
confmnt him. "Ibis reliance on canned 
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• Do you own a PC that is 

□ IBM or □ MAC based? 

• Do you prefer a 

□ CD-ROM or □ FLOPPY DISK? 

• Do you have 

□ Windows 3.1X or □ Windows 95? 
» Are you an AT&T customer? 


TO nUN WOflLDNET ON YOUR IBM-COMPATIBLE PC YOU WILL AT LEAST NEED: 

• An IBM-cofnpalit3lB computer • An 80386x processor or fasler • Microsoft Wndows® 3.1X, Windows (or 
Workgroups 3.11, or Windows* 95 ‘SMB RAM and 11 MB of available fiard disk space • An internal or 
external modem running at 14.4 kilobits per second or fasler • A phone line connected to your modem 
but not connected to a LAN, nor an ISON 

TO RUN WORLDNET ON YOUR MAC PC YOU WILL AT LEAST NEED: 

AMacinlosh* or PowerMacintosh running System 7,1 or higher • Apple Open Transport 1.1+ (if using 
OpenTranspotl}>8MB RAM (or more for better performance) and 11 MB of available hard disk space 
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Free One-Year Trial On The Internet; 
Call 1 800 WORLDNET, ext. uo Now! 


Ti ll- [NTi'RNin' You’d Bxfi-ci~ Fkom AT>!!?r. 

Introducing 

AT&T Wori.dNft-’ Shrvici-, 

It's the Internet made ea.sy. And if yon sis’ll up 
for ATST WorldNct Service now, you'll get five 


liouis of free Inienict access per month for one 
fill! yetir, or enjoy unlimited Internet acce.ss foi' 
only S19.9S a month, as long as you're an A1&T 
residential rir luisine.ss long distance customci! 
Either way, you get technical support from iral 
people 2-'i hours a day, 7 clays a week, L-asy-io- 


use search directories. An e-mail system that 
lets you send messages virtually anywhere 
in the world. And available software that 
lets you block acce,ss to ,sensitive materials, 
I'or fuilher information and free software, 
call 1 800 'WORLDNET, ext. 110 today, 

hllp;/A\A\A\’.;iH.coin^wnrkinel/ 
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TerraNova: Strike 
Rxce Centauri 

Arcade Style 5066600 
DOS Pentium, 8mb,M 


Zork Nemesis 

Adventure 5065602 
DOS 486/66 or MAC 68M0,8mb,M 


Star Trek Deep Space 
Nine: Harbinger 

AdveiUute 5Q7260H 
D0S48a'66.8mb.M 


The 11th Hour 

tiiioractivc Game 5054309 
DOS 488,66. 8.-nb.U 


Adventure 5UU45U2 

WIN3.1 ASaSSor MAC ICIII, 8mb. M 


THE GREAl^KpCD-ROMDEM, 


^Mission Critical 
'/DOS 486/33. 4ml), M 
Mit)dscape Complete 
Reference Library 

WIH3.1 366/33. 8nib,M 


386, 4mb, M.J.K 


Gen. Reference 50371D6 


Medical Pel. 5055207 



JAVA Programmer's 
Guide 

Internet Guide 5077200 
WIM3,t 386,4iT!b,M 


The Ultimate Doom; 
Thy Flesh Consumed 

Arcade Stylo 5044409 
DOS 366/33, 4inb,M,J,K 


Outpost 

WirJ3.1 386,4mbor MAC LCIII,8mh,M, 

Connections 

WIN3.1 486/33 or MAC 68040, 8mb, M 


Sports Illustrated 
Multimedia Almanac 

WIN3.1 386/25 or MACH, 4mb, M 
[^Mastercook Deluxe 
/WINS.t, 386/25 or MAC II. 4mb,M 


Arcade Style 50586D5 

Children’s Ed. 5067400 

Bible Reference 5031703 

Home/Personal 5051404 

Strategy Game 5043302 

Strategy Game 5007703 
K 

Adventure 5071501 
Home/Personal 5027602 

Sports 5036504 
Home/Personal 5052709 


PTS Official 

Windows '95 Tutorial 

WIN3.1 386/33, 4mb,M 

Trivial Pursuit 

WIN3.1 386 or MAC LCIII,4mb,M 

Aces Collector's Edition 

WIN3.1 486,4mb,M 


King's Quest VII: 

The Prlnceless Bride 
WIN3,1 386/33 or MAC LClll,4mb,M 
Resume Maker 
Deluxe CD 

WIN3,1 386/33, 8mh,M,P,K 
h Inside The SAT&PSAT 

ywm.] 386 or MAC LCll, 8mb, M, K 


ADI'S 2nd & 3rd Grade English 

WIN3.1 486/33, 8mb,M 

ADI'S 4th & Sth Grade English 

WIfJS.l 486/33, 8mb,M 


Advenlure 
Strategy Game 
Strategy Game 
Adventure 
Advenlure 
Computer Tutor. 

Computer Tutor. 
Strategy Game 
Flight Sim, 
Travel 
Advenlure 
Home/Personal 
Lileralure Coll. 


Trophy Bass Fishing 

WlfJ3.1 486/66 or MAC LCIII, 


8mb. M 


HowToSeleclCD-ROMsForMSystem. 

Each selection includes the loHowing important information; 
minimum system required, minimum CPU required, rr' 
amount ol RAM required, and required peripherals 
(M=mixise, J=ioyslick, K=Keyboard, P=printer). 


McKenzie & Co./ 
Games For Her 

WlhS.l 486/50, 8nib. M 


S062SD0 

5068808 

5067301 

5027008 

5037304 

5D44300 

5043807 

5027404 

5037908 

5071204 

S0028D3 

5048301 

5051800 


Arcade Style 5024401 


Home/Personal 
College Prep. 
Sports 

Children's Ed. 
Children's Ed. 
Arcade Style 
Medical Ref. 
Clip Art Library 
Arcade Style 




Let's Pretend 

WiN3.1 486/33 or MAC LCIUmb.M 


Medical Ret. 
Internet Guide 
Interact. Game 

Children's Ed.. 
^ Ages 4-8 
Children's Ed. 
Forages 3* 
Gen. Reference 

Arcade Style 

Music Coll. 


5060603 

5053004 

5004700 

5048905 

5056304 

SD417D2 

5021506 

5079702 


S0S07D3 

5060702 

5045208 

5052006 

5053301 

5054101 

50442G1 

5010301 

5060306 




i ' C 0 m p 1 0 n’s ’ | 
Interactive ^ 1 


. IilncyciDpediti 1 
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Compton's Encyclopedia Nick Jr. Math 

Gen. Reference 504B008 Children's Ed. 5072707 

WN3.1 386, 4mb, M 'iMN3 1 486/33 cr MAC fiBCK.emb M, K 




Devoid 
DOS'486/66orMAC ICII.amb, M 
And More Calendars 
WIN3.1 386orMACLCll,4mb,M,P,K 


Mavis Beacon 
Teaches Typing 4.0 

WlfJUSSSGSemb.M.K 


Adventure 5052808 


Gen. Interest 5040303 
Adventure 5065404 
Home/Personal 5049507 
' Children’s Ed 5067103 

Typing Tutorial 5052402 

InternetGuide 5031000 

Children's Ed. 5042304 
Forages 3-6 

Adventure 5063003 


For faster service, use your credit card and call us toll-free 24 hours a day. 


For all ti 


s, dwmmjwnsy 


mtequire(T>enisrecomrT)cnded(inless ' 

are; SVGAnionior(256colors), sound ! 

card, 40mb hard drive, double speed CD-ROM drive. Operatitig System |r 
DOS 5.0, VMndows 3.1 , Macintosh System 7.0. | 


1 - 800 - 792-1000 


Dept. 

6CY CD-ROM DIRECT 



Spycraft; 

The Great Game 

Advontiire 5063201 

DOS E6030, 8mb, 


Hexen 

Arcade Style 5055403 


Gabriel Knight: 
The Beast Within 

Adventure 5060405 
WIN3.1 48^33, 0mb,M 


Mechwarrior 2 

Arcade Style 5043609 
DOS 486/66 or MAC 68040, 8mb, M 


Command & Conquer 

Strategy Garre 5050203 
DOS 486/66, 8mb,M 



PLUS 1 MORE AT GREAT SAVINGS! 

(See details below.) 


Arcade Style 
Utility 



Berlitz Live Spanish 

Language Tutor 5043401 
WS3 1 386ctMACCl4Ssic,4ft*.U 


Flight Unlimited 

Flight Sim, 5070800 

DOS 4SB'66cf ^W; FtAiC«, 8m*, M, J, K 


Compton's Complete 
{U^jstreet Guide 

W1N3 1 3Sfi 4mb. M 


Travel 

Mistorical 


^j^'<,The Raven Project 
ySk[10S43666.8mti,M 

Adventure 

5069307 

Navy Strike 

DOS 486/66, 4mb.M,J,K 

Flight Sim. 

5051909 

William's Arcade Classics 

DOS 486/33, 4mb,M 

Arcade Style 

5072400 

Official Guide To 

Netscape Navigator 

WIN3,1 486,4mborMAC LCII,8mb,M 

Computer Tutor, 50B19D8 

Shivers 

WIN3.1 486/33, Srtib, M 

Adventure 

5058102 

Adam: The Inside Story 

WIN3.1386,4mb,MotMACLCII,Bmb,M 

Medical Ret. 

5059605 

Road Trips 

173.1486, 4mb,M 

Travel 

5066006 

Jumpstart First Grade 

Wlff3.1486orMACLCIII,4rtb.M 

Ciiildren'sEd. 

5045901 

The Lost Mind Of Dr. Brain 

WIN3.1 486orMACLClll,4[rb,M 

Children's Ed. 

5037502 

Jumpstart Kindergarten 

W.l386,!mbtxMAClCIII,4mb,M 

Children's Ed. 

5027701 

Are You Afraid Of The Dark? 

008 3B&33, or MAC LC, 4mi). M 

Children's Ent, 

5072905 

The Daedalus Encounter 

Adventure 

5034707 



s'tieN 
Zone Raiders " 

Arcade Game 5050904 
DOS 486/50, Srnb.J.K 


FX Fighter 

Arcade Stylo 5045109 
DOS 485/33, 4mb,M 


WIN3.1 486/33 or MAC LCIII.Smb.M 


Artist Coll. 
Music Coll. 
Driving Sim. 
Adventure 
Adventure 


5079702 


5001300 

5072806 

5074703 


A whole new way to get the most exciting 
CD-ROMs this holiday season - games, reference, edutainment and more -a 
at great prices! Great to give as gifts. Great to keep for yourself. Just write in the numbers of 1 
the 2 CD-ROMs you want for $9.95 each, plus shipping and handling. In exchange, you 
agree to buy 4 more CD-ROMs in the next 2 years, at our regular prices (currently as low a 
$29.95, plus shipping and handling) - and you may cancel membership at any time after 
doing so. What's more, you can get one more CD-ROM right now for the low price of 
$1 9.95 and have less to buy later (see complete details in coupon). 


Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13 times a year) 
reviewing our Featured Selection - plus scores of alternate choices, including many lower 
priced CD-ROMs. And you may also receive Special Selection mailings up to four times a 
year, (That's up to 1 7 buying opportunities a year!) 


Buy only what you want! if you want the Featured Selection, do nothing -it will be 
sent automatically. If you'd prefer an alternative selection, or none at all, just mail the response 
card always provided by the date specified. You'll always have 14 days to decide; if not, you 
may return the selection at our expense. 


Money-Saving Bonus Plan. If you continue your membership after 

fulfilling your obligation, you'll be eligible for our generous bonus plan, it enables you to enjoy 

great savings on the CD-ROMs you want -for as long as you decide to remain a memberl 


10-Day Risk-Free Trial. We'll send details of how Columbia House CD-ROM Direct 
works along with your introductory package. If you're not satisfied, return everything within 10 
days at our expense for a full refund and no further obligabon. 

Act now, membemhip in CD-ROM Direct may be limited. 


Bloomington, IN 47404-14 
Yes, please enroll me under the terms outlined in this advertisement. As a member, I need buy just 
4 more CD-ROMs at your regular prices within the next 2 years. 

Send my CD-ROM selections for: (check one only) nPC(i) D Macintosh (3) 

^ _ Write in the selection #'s below 

Send me these 2 CD-ROMs for |ust $9.95 each r- 1 r- ^ 

plus $1,75 each shipping/handling (total $23.40). | Lf 


Buy your first selection now and have less to buy later! 

O Also send my first setsclion for $19.95 plus $1.75 shipping/handling which I'm adding to my $23.40 
payment (total $45.10). I Ihenneed to buy only 3 more (instead of 4) in 2 years, j # | 


Please check how paying: Q My check is enclosed. 

D Charge my introductory CD-ROMs and future CD-ROM Direct purchases to: 
O MnsIcrCard D Diners Club D AMEX LJ VISA C Discover 


(BYM/BYQ) 

(BYN/BYR) 


My main CD-ROM interest Is: (check one) (Noie: Vou an 
LT] Enlcrtainmenl CH Education 

Imciudes cMKlten's Mies) 


Fifi D.iifi SigfMlufij 

a'e always Ireo to choose Irom any calegory ) 

n EOulainmeni C Productivity 


Ciiy_ 


_ Slate_ 


. Zip_ 


Important! Did you remember to choose PC or Mac? Will your selections run on your system? 

Nolo Columbia House reserves the right to request additional inlormation, to limit membership or reject any 
application, or to cancel any mombership. Offer limited to residents of the contiguous United Stales. Residents of 
Alaska, Hawaii, Puerto Rico, U S. territories, APO and FPO addresses ple ase w rite lor separate oiler. 

Applicable sales lax added to all orders. F96-COR-8GM llOOl S1996 The Columbia House Compari' 



ADVENTURI/RP6 


REVIEW •THE ELK MOOH MURDER 



\idco nlso leads to iiumcmus monienls 
when time is completely oul of joint. One 
time through the game, just ff>r the heck of 
it, I didn't bother visiting one of Ihe key 
.suspects until the fourth day, but Ihe first 
thing iie said to me was lhal he’d "heard 
about [the murder) this morning. ’ Bui he 
hadn’t. He’d heard about it four class ago. 

I hi-; is just slo|)p\'. 

'Hk' fivc-dav lime scheme is. in fact, 
esircmoh’iinnosing. l'A er\ <|ncslion von 
ask ;K'fion son h'ke. isgoinr; tc' f''’‘^t 
\r.Mnll-isl I'minnW iWn.K-nt ibK 
•iivi of *h” lii'li'-Toin niiinl’ • • i' 

sosn^ots red I' “o-ings vf'" b'” '' lo 
W'lfk: 'lirniigh, vou'r'-i'otng lo fin'-l 

yonrtr-lf ibc CO'I '/Hv* L'aiU'! ly.don - \(mi 
l.-nov it- lit-r.afk-riiHl'.U'rr.’il lin.M 


hours of plav. 1 sus- 
pect this was done to 
create the illusion of 
‘Yephnability,” but 
rcall)', there i.sn’t any. 
Ibis isagamewilh 
just one correct 
answer; when you hit 
upon it, you’re done 
for good. Making you 
]3lay the game o\er 
and over just to hear 
all the clues is not the 
same thing. 

Wdiat makes the 
time limit particularly 
obnoxious is that (he 
time costs for your 
actions are complctelv unreali.slic. At tl le 
crime scene, for example, s ou can take 
photographs of all thccsiclencc in the 
room, but each photo cats up another 15 
minutes. (Adding insult to injmx' is the fact 
that the photos aren’t even worth taking, 
since thev don’t help you soh’c the crime 
at all). Wlien \'ou \isit (he local b'''bber- 
mnntlis at the Mongoose’Miveni.each 
person von |osnblr,''-(s nnniher |5 
ini.i'itw wt’i'-'h ic fiiu' lhal llie last 
' ■]\- 'iiK- v/otI tv ill«l -.tnil-s -it 
yf>ii •iiirl .-nil Oill l>Kf l> inioiltCN 'I1ijs ii; 
>;I''V ‘l>miicili ill- -ivnilf. Hiifl 
''iv'lo” onio' II’ l<’i r A/l( 

Vli iPOl.’U. ilvnoh rY.nv. M-hf.n il<’ liiiv lo 
■i|’|v.vl •' .i.s|v>-; I A li -n. \Y10 'lisco'"’H|i:it 
ihoCanv-iKgniItvo*' 'Ini ii'ilinvirl- al ’i|| 




t VIDEO KILLED THE COMPUTER GAME STAR Be prepared to v/ateh int^ 
of video in The Elk Moon Murder, because that’s pretty much all yon 
do in this game. 


Ivifi ’iwslf^ricf nre‘.'<'nlinf! info''- 

nalinn Ih'-' insl ^'cconrl ib'il, win /-'nnl'l 
"'i: onssihli' '»T’- dKrn'">rff| no vourown 
"'liilf, nlavinc'dir- gamo 

"dvn ynn an'''‘.i- niv: otilv olansibl'- 
.•iisn<'"'l'.. yon w ''nsn-.ilh intoniicr' iw 

I'niv Ivqc •ni; ‘V "KY'nrli ^Yln Uk; f’vil 
-nr »•<■> flint sh-’W nn lti'; olmiV’il tjv- 
lini'- 'if 'I k- innrder a f;v' 'hat is nn" l'''r<- 

•o Iv fniind ki ibo '''onrur-ot iIk’ game 
" itli iinotlv snsnc'"t \\'<' 'irn loin llial bi*. 
•iljiv Ivin np co^ii thnnah "’f liai'c eon’ 
nle|('|\' eoniran' 'iifnnivilion 

li‘'nnthei' innof'r'nl' '•nsiyels, wlvn 

ynii frv'ki arrcsH'lviii will >Ik)oI vnn ;i| 
noinl blanL r;iiiL;c -one kills vo" aiirl the 
other puts vnu in Hie hospital. AnoHier, ai 
ihc moment of arrest, kills von b\' heaning 
\'on o\er Hir; head with a sboycl. Now. [ 




ask vou, if these people didn’t commit the 
murder, wh)' in the world are they attack- 
ing— murdering— a police officer? Is this 
what they do for fun in Santa Fe? No 
cxjilanation is presided for their hchas ior, 
as, again, you are iinmediatei\' escorted to 
the exit screen in each instance. (And. 
by the way, what kind of detective, other 
than Inspector Cloiiscau, would, when 
milking an arrest with his partner, manage 
lo gel clobbered on the head with a 
shov'd?) Granted, in all these cases you 
gave the w-iong answer and therefore lost 
the game— but these are cheap and 
nnsatisRiiig resolutions to all the rcd-hcr- 
ring .stories. If! picked ihc wrong .suspect, 
fine. C'reat. 1 lost. But how' about showing 
me w here 1 slipped up, rather than just hit- 
ting me nil Ihe head with a shovel? 'Ihiits a 
game ending? Certainly the designers 
could have done better than that. 

GOODNIGHT, MOON 

When you do finally hit upon the right 
suspect, the denouement Ls c|uitc good, 
and the nwriad clue,s arc tied up in a 
decent fashion. Unfortunateh', by then, 
\'ou ma\' he too annoyed to care. It’s too 
had. really, hccau.se if the designers had 
just concentrated as much on the game- 
iilavas Hicvdid on the rast of the title, 

Hie\' might have had something here. In 
' 111 }’ event, if you’re still on the fence about 
whether to buy the game, think alioiit this: 
' 'or the you’d .spend, you could go to 
'•'inr local video store and rent Vertigo, 
R»rjr W'l/rloii'. Ihuch of Evil, Chiucilown, 
Ih'/lh’ixl and five more mysterv' 
;l'-issi';s, for more than 20 hours ofoul- 
sf:>n'liii» cn'erlainment— at least twice as 
inii»:!svon’!l he pkning'niF, Fl,KiVl0()N 
v-ii iiini.'K -Slid none of those movies will 
i’cal v'O’.' in Ihe end. % 

^APPEAL: Mystery fans and adven- 
ture game newbies looking for an 
evening or two’s entertainment. 
^PROS: Decent mystery plot with 
good writing, acting and production 
values. 

^CONS: Limited 
gameplay coupled 
with extremely 
flawed time 
scheme will frus- 
trate all but the 
most forgiving of 
gamers. 
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.agBi:.,: 

Light torches. Illuminate pas- 
sages. Enlighten your mind. 


Discover the wonder and mys- 
tery OF China’s most ruthless 

EMPEROR. 


EXPLORE FIVE photo-realistic 
REALMS OF PERILOUS BEAUTY AND 
SPLENDOR. 


Incredibly beautiful, high res- 
olution, 3-D RENDERED GRAPHIC 
ADVENTURE GAME. 


fe, Enter the epic adventure game where the 


ULTIMATE WEAPON IS...YDUR MIND 


IN STORES NOW 


Compass guided navigation 
with PULL-DOWN REALM MAPS TO 
GUIDE YOU THROUGH THE TOMB. 


Solve puzzles and avoid traps 
AS YOU FIND YOUR WAY TOWARD 
MULTIPLE GAME ENDINGS. 


MUSIC SCORE RECORDED ON 
AUTHENTIC PERIOD CHINESE 
INSTRUMENTS CREATES A FULL 
STEREO SOUNDSCAPE. 


Do YOU POSSESS THE WISDOM TO 
UNEARTH THE TOMB’S SECRET? 


TOUR QIN ON THE INTERNET AT 
HTTP://PATHFINDER.COMmVEP/PRODUCTS/QIN 

Distributed by WEA Visual Entertainment and Warner Books 

O IWEP 1996 tME WARNER ELECTRONIC PUBLISHING IS AN ARRAICEMEHT OF 
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REVIEW • PHILIP MARLOWEr PRIVATE EYE 






Price: S39.95 
System 
Requirements: IBM- 
compatible 486DX-66 
processor, B MB RAM, 
2 MB hard drive 
space, Windows 3.1 or 
better, SVGA graphics, 
2x CD-ROM, Windows- 
compatible sound 
card, mouse. 
Protection: None {CD 
must be in drive) 
Designer: Byron 
Preiss Multimedia 
Publisher: Simon & 
Schuster 
New York, NY 
(212) 989-6252 
Reader Service #; 320 


Dance, Little 
Sister, Dance 

Dis Philip Marlowe CD Don ’t Stink Up Da Joint 



ga\'c us \l\\ BiwdburYs Ti iI’ Mar'ii\n 
CHRONIGL l^S and Isaac Asimovs ROBOT 
CriY— turning the,se fine works into 
.some of the weakest CD-ROM games 
around— you niu.st forgive me for ap- 
proaching Pi IILIR MaRI-OWIl, PRIVAIT E'iT, 
witli some trepidation. I3ut wonder of 
w onders, miracle of miracles, this time 
the I’rciss is right. 


Author Barbara Linza has 
taken some iibcrtic,s with 
Chandler’s stc)r\', but plajers 
gel to choose for tlicnisclves 
what degree of libcrtic.s they 
will tolerate. 'Hie first choice 
the game offers is between 
the novel's original plot and 
an alternate stoiA’ line cooked 
up especially for the game. 
Either way, llic first half of the 
story unfolds 'Ike same waj': 
the honorable but hardboiled 
detective Marlowe gets a sisit 
from mousy, ncrv'ous Orfamay Quest, 
and after some dickering, agrees to help 
her find her missing brother Orrin. 
Marlowe starts by digging around 
Orrin’s last known addre.s.s, a seedy Bay 
City flophouse, and two of the men he 
meets there shortly turn ii]) dead w'ith 
ice picks expertly inserted at the base 
of their .skulls. Looking askance at 


by Charles Ardai 

/s/er was the first of 
Chaiuller’s Philip 
lovclslhal 1 read, 

I remember most 
experience is being 
I later grew to love 
, and Marlowe, and 
; read all the Mar- 
ls more than once, 
•si time ! was disa|)- 
pointcrl. So many characters to kee|) (rack 
of, .so many relationships knit together in 



► GET UP, YOU LOUSY BUM This old 
drunk was lying there “like an old Ford 
with a leaky head gasket." Forties-style 
animation and hardboiled prose help you 
get into the Chandler ouevre. 

such a tangled w eh of deceit, so main' 
archehpal scenes piling ip in a kind of 
nightmare repctition-..readiug77ie Little 
S/.sterwas hard work. It made ni\' head 
hiirt- 

So. w hich of Chandler’s .seven novels 
does Buon Preiss select to turn into a 
computer game for Simon &; Schuster? 
Vie Big Sleep, with iLs w ell-known charac- 
ters and plol?7/ie iMcfy in the Lake, with 
its .single main setting and satisfting, inex- 
orable denouement? Kope: '/he Little 
Sinter, the harde.sl of them all to get into 
and get out of. 

Since this is the .same developer who 


FAREWELL, MY LOVELY 

At first glance you may be forgis'en a lit- 
tle trepidation as well: after some nift)' 3D 
animation sets tlie scene, you will be star- 
tled to sec the game’s characters re[)re- 
seiited by flat, cnide, almost ugl)’ eartoon- 
like drawings. A gangster looks like his 
sneer was drawn on w ith a single swipe of 
a felt-tip pen. But then the characters start 
to mo\'e, and their movements are fluid 
and dimeasional. 'Ihey maybe flat 
sketches, but thc\’ mo\ e as if tliey were 
real peo|)lc. It’s a little like tliesh'ie of art 
used in [he current Achmtvres of Batman 
anci Rohin'W neries: deliberately artificial, 
evoking the .style of anlhcnlic 19-fO.s car- 
toons without that period’s technical limi- 
tations. It takes only a few scenes to grow 
on yon here. 



1 . The man in the rooming house 
was bald when you met him, but 
has hair when you find him dead in 
the hotel. It's worth a look under 
his toupee. 

2. Don’t let the police sirens scare 
you out of an apartment you’ve 
broken into. You usually have time 
to scan one or two screens before 
they take you into the station, and 
even then they just hassle you. 

3. When you come to in the doc- 
tor’s office with a dead body in 
front of you, though, gel out as 
fast as you can. If the police catch 
you there, the game’s over 
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I E R R A 



RAMA will captivate your mind and senses 
with It’s amazingly complex and beautiful world. 


Your survival depends on interpreting languages 
and cultures of creatures never before encountered. 


An epic science fiction game based on the critically 
acclaimed RAMA series by Arthur C. Clarke and Gentry Lee. 


Launched by an unknown 

intelligence, commanding 4l|}jll^()S^f f I (l 

technologies we do not un- 

derstand, RAMA presents the 

human mind with its greatest 

challenge. Discover a series 

of complex alien secrets, ■ 

avoid unseen dangers and ARTHUR C. CLARKE 
reveal tantalizing clues— you ^ ^ 

may even survive to report |l j 1 1 11 

your mysterious findings. \ [ '\ 


u^vW SOkfn of an unknown alien spaceship. 


http;//wwiv.sierra.com 
See your local software dealer or call 1-800-757-7707 


Licensed in conjunction with International Computer Group. Arthur C. Clarke's and Gentry Lee's 
interactive multimedia rights are represented by International Computer Group, ©1996 Sierra On-Line. Inc. 

® and/or designate trademarks of. or licensed to Sierra OrnLine, Inc. All rights reserved. 
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ADVENTURE/RPG 


REVIEW • PHILIP HARLOWE, PRIVATE EYE 


Marlowe’s fortuitous jjroxiniity to two 
homicides, the police start giving 
Marlowe their usual hard tinie. 
Meanwhile, anoimnous phone calls 
start coming in at Marlowe's office. 
'“'Ihis is a warning, Marlo\\'c,’' they say. 


the nigiilinarc rcpciilinn I ineiilioncd 
above. Chandler’s readers grow accus- 
tomed to .seeing the same scenes turn up 
again and again. Marlowe gets knocked 
out; Marlowe gets ctaiggecl; Marlowe gets 
a \'isit from two twitchy guv’s w ith guns. 



W LOTSA LEGWORK Bein’ a Rl. ain’t ^i fists and dames. Make sure to use the fiies on these goombas— and 
I check back in your casebook. Enough lumps on the head, you might go into the big sieep and forget somethin’. 


“Back off. Stop nosing around. Keep out 
of our business!” 

Did 1 mention that Marlowe gels cold- 
cocked at one murder scene by a dame in 
dark glasses and knocked out at another by 
a shad}' doctoi' with an erotic letter o])cncr 
and ready access to potassium h} dro- 
cyanide?Wctl, now' 1 have. It’s all part of 



O f the seven Marlowe novels, the first is the 

best starting point. Though its plot is baroque, 
The Big Sleep has some of the most memo- 
rable characters and by far the most stagger- 
ing final punch to the reader’s gut, Playback, Chandler’s last 
novel, is extremely readable. Ibe l^dy in the Lake shares 
that virtue and also gives you a chance to see Marlowe 
operate in a setting other than his usual urban “mean 
streets," The High Window is as strong a novel as The Little 
Sister but also as hard to get into. Farewell. My Lovely is 
easier, but only if you can get past the casual racism with 
which Chandler peppem his prose. The masterpiece of the 
lot is The Long Goodbye, a sobering exploration of loyalty 
and betrayal; it’s the one everyone should read. 

Robert B, Parker, of Spenser For Hire fame, wrote 
two authorized Chandler sequels, Poodle Springs and 
Perchance to Dream. Neither is as good as the originals, 
but they are better-than-average pastiches. An even better 
modern heir to Chandler is Lawrence Block, whose novels 
about ex-cop Matt Scudder are the best hardboiled detec- 
tive stories since the Marlowe books. For sheer suspense, 
start with A Ticket To The Boneyard: for a brilliant puzzle, 
try A Stab In The Dark: or for raw emotional power, read 
Eight Million Ways To Die. 


Miiriowc also gels pushed around by the 
cops, gels warned off his ca.se and visits 
refincd-hiit-dcadly mohsters at nightclubs. 
lunalK, Marlow e cracks wise w itli hot 
dames and ocea.sionallv gets to lock li|)s 
with them a.s well. OnK'thc names change 
from hook to hook. 

It’s all there in the game, loo. c\’cn in 
(he alternate plot line. \Miat sou might 
exjjcct (o be tiresome repetition, howes er, 
i.s achially welcome familiarit). )ii.st a-s 
readers of I lomer cherish each reference 
to "the wine-dark seas,” readers of 
Chandler grow to clicrish each cold- 
cocking and ever}' lacoiiie ■' 1 here wus 
nothing in that for me, so I let it pass.” 

Along w'ith C'hancller’s scene.s, 1 iinwi 
lifts ciilire chimks ofCliaiuller's pro.se 
verbatim, w'hieh is probably the smartest 
tiling siie could have done, hake 
Chandler can’t hold a candle to Ihc real 
thing, And w'hal you get here is irsually the 
real thing, though a bowdlerized version; 
"a cheap bastard” becomes "a cheap 
bum,” and a pair ofsiylisti gkisscs is 
described as “slinky" but not as "cockeyed 
and oriental.” 

’ I lie repartee is delicious; ’ 1 lie .sluUish 
Dolores Conziilcs is "as hard to get as a 
haireiil”: tough mov'ie star Mavis Weld is 
",so .smart [she] could talk her way out nfa 
safe depo,sil box.” 'llie actors’ deliven’ is 
good, though Marlowe Ls a little too iia,sal 
and evcr}x>ne .sounds rushed. As long 
scenes of the oddly compelling animation 
play out before }oii, you surrender vour- 




self to them, liuairiafiiig in the decadence 
and chami of Chandler’s w orld. 

THE LONG GOODBYE 

Mm ma}’ well a.sk, however, whether 
this is a cartoon or a game. Am 1 w'atcliing 
or am I pla}ing?'nie answer is tliat mostly 
you are watching. 'Hie iiiteractis'it}’ con- 
sists of choosing w hich .scene to watch 
next b}' selecting locations from a map of 
California. Wlicn }ou tra\c! to locations 
at which no character is present, } ou get 
to do some acK'cnturc gamc-stvlc explo- 
ration, .searching a room for clues before 
the cops pick you up for breaking and 
entering (not that the game ends if you’re 
arrested; vou'ie allowed to continue c\ en 
after vour license is resoked). Wlien 
} ou run into other characters, you occa- 
sionally get to affect the direction a con- 
\ ers<ition takes by choosing behv’een two 
alternatives; Do vou ask Orfamay about 
Orrin or about the rest of her family? Do 
} 0 u wake the sleeping hotel manager 
gentl}’ or mdely? 

'Ibis hardly qualifies as adventure gam- 
ing. though, and on the whole PHILIl’ 
MuiLOWl'; Pluv'A'lt Evii: dcli\-crs little for 
gamers to sink their teeth into. Still, for 
fans of the Marlowe nox’cls, PRi\«n'; Evi; 
is a treat, a tccth-rotting little bonbon 
the}'’ll gobble U|D. You can keep vour trig- 
ger finger from getting arthritic by playing 
Qli/VKl-; and } ()ur adventure game muscles 
limber on Carrikl lC\IC;in’2; the fact 
that Privait; E.'i'F; is light on game ele- 
ments shouldn’t keep lovci-s of hardboiled 
mysteries away from this jjleasant and 
faithful adaptation. % 


^APPEAL: Anyone who longs to 
hear Marlowe's timeless wisecracks 
spoken out louti to the accompani- 
ment of saxophones and gunfire. 
>PROS: Authentic Chandler prose 
and plot twists, presented in a differ- 
ent and ultimately satisfying graphic 
style. 

►CONS: Not 
enough of a 
game-just a little 
light snooping 
and a tiny bit 
of interaction 
inserted into long 
scenes of conver- 
sation and action. 
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"BEAUTIFUL, SENSIBLE, AND WELL-BALANCED... 
AN INSTANT CLASSIC.. .DOES EVERYTHING YOU'D 
EXPECT A GREAT GRAPHIC 
ADVENTURE TO DO... 

SIMPLY BRILLIANT" . ; I ] 

PC Games, July '96 


The Holy Grail of 
adventure games. 


ROLE-PLAYjNfr- 


FIRSTrPERSON 
PERSPECTIVE, 
COMBAT AND V 
360° REAL-TIME 
SCROLLING. 


www.mindscape.com 


© 1996 Mindscape. Inc. All riglils reserved. MIndscape Is a registered trademark and the Mindscape fogo 
and Azraei's Tear are Irademarks c( Mindscape. Inc. © 1996 Intelligent Games Ltd. © 1996 Ken Haywood. 
All rights reserved. All other trademarks and registered trademarks are the property ot their respective 
holders. Call 1-800-771-3772 tor intormation on Game Ralings. 


For Windows'^ 95 and DOS CD-ROM 


Circle Reader Service #133 






COMPUTER GAMES 


CHIPS&BITSinc. 

POB 234 DEPT 10773 ROCHESTER, VT 05767 
WT’L 802-767-3033 FAX 802-767-3382 

Orders/Questlons; cbIsales@sover.nBt Customer Service: cblserv@sover.net 


Th« Adventure 



'NEMESIS: THE 
WIZARDRY 
ADVEWnJRE' A 
unique combina- 



advenlure/rpg 






‘DUKE NUKEM 
SD’Ass slompln’ 
aliens have l^d- 
ed, and the 
humans suddenly 
find themselves 
atop the endan- 
gered species list 
The odds are a 
million to one, but 
Duke Nukem 
knows whahs got 
to be done, Kick 
alien butti CDS48 



SUXn&MMBIC 
The 1st ever real- 
time, strategy 
computer game 
based on a never 
before seen area 
of the most popu- 
lar AD&Dworid,tlte 
Forgotten Realms, 
where you com- 
mand a broad range 
of characters into 
epic battles of good 
and evil. CD $46 



■WMtCRAFT 2’ 
The battle 
between the evil 
ores arrd the noble 
humans rages on. 
With powerful 
new allies, terrify- 
ing new creatures 
and Ingenious 
new weaponry, 
the struggle for 
the domination 
of Azerolh con- 
tinues. CD $46 



'Z' Meet 

Commander 
Zod. You’ll 
answer to him 
as you lead 
armies of beer 
swilling, 
druken robot 
soldiers from 
planet to plan- 
et destroying 
everthlng that 
stands In your 
way! CD $44 



‘THRUST- 
MASTER 
GRAND PRIX 
1' Gives you 
the competi- 
tive edge 
v/ith vari- 
able throttle 
and braking 
at your fin- 
gertips and lightning fast thumb acti- 
vated shifting. Securely clamps to your 
desktop. Total steering range is 180 
degrees of travel. $74 



'FLYING 
CORPS' With a 
superb land- 
scape, accurate 
flight model and 
in depth 

research. Flying 
Corps Is the ulti- 
mate in World 
War 1 flight sim- 
ulation that will 
quite simply 
take your breath 
away. CD $42 



‘FIRE FIGHT' 
Your mission Is 
to discover the 
Identity of who 
Is behind the 
■'New Order." 
Confront the 
enemy in a cli- 
mactic battle at 
their home field. 
The fate of mil- 
lions of Innocent 
civilians is In your 
hands. CD $38 



'REALMS OF 
ARKANIA 3: 
SHADOWS 
OVER RIVA' 
Something sin- 
ister is happen- 
ing in the sea- 
side city oIRiva. 
Outside its pro- 
tective walls, 
thousands of 
Ores threaten 
the people’s 
existence. CD $46 



‘DUNGEON KEEPER' As an ultra evil sorcerer who 
has collected a hoard of treasure over decades of 
thievery and other mischief, you now retreat into 
your dungeon to enloy your unjust rewards. CD $45 



'LINKS LS' 
Watch the div- 
ots lly, see the 
fog roll in, or 
watch your ball 
back up on a 
wedge shot. 
New control 
panel and easier 
interlace, 
modem/network 
play and amaz- 
ing course accu- 
racy! CD $46 


•AZRAEL'S 
TEAR' This Is a 
1st person, 
real time 3D 
adventure role 
playing game, 
featuring com- 
plex Interac- 
tion with other 
characters, 
high tension combat, and a host of puzzles tor 
you to solve. Complex puzzles requiring Imagi- 
native engagement with the game and top qual- 
ity digitized sound effects! CD $39 



IBM HARDWARE ■ IBM ACTION ■ IBM ADVENTURE ■ IBM ADVENTURE ■ IBM ARCADE ■ IBM RPG ■ IBM SIMULATION^ IBM SIMULATION 


CH F16 CombalsIckSSS 
CH F16 Fighters1ickS96 
CH F16 FItghIsliek S36 
CH Flighi Stick Pro S18 
CH Game Card 3 Auto $25 
CH Pro Pedals S74 
CH ProTtirotllo S98 
CH Virtual Pilot Pro S69 
Graphics Blaster 201 SI09 
Graphics Blaslet 302 S179 
Gravis Grip Cnirllr SS4 
Gravs GrIP Pd 2 PkSZA 
Gravis PC Game Pad S19 
Gravis Phoenix Joysft $83 
Head-On Game ModeinS175 
Joyswitch S38 

Lgitech WingMn Wrrior $85 
Logiiech WmgMan ExlrWS 
Mad CatzSimg Wheel $69 
Msolt Sidewndr3D Pro $56 
Msotl SidvfflOr Pro Pad $39 


Driving CnlriT2 $108 
F16TQS $108 

F22Pn} $124 

FLC FieSystemSIOa 
FLCS Umiled Ed. $399 
flight Conlr. Pro $99 
Flight Control Sys $52 
Game Card $25 

Pro Play Goll Sys. $559 
Rudder Conlr. Sys. $98 
Weapon Coni. Sys. $88 
Wi 2 .PinballCntri. $32 
XL Action Control. $24 
XLC Joystick Bundl $44 
Phazer Pad $47 
GP1 $74 

USRblCS28,8PVExt $229 
USRbtcs28.6PV(nt S189 
VfXIVirt Realty HG $819 



7inGuest211lhHour $43 


Ace Ventura S41 

Aden Quest W95 S45 

Albion $39 

AlonelhDaikS $33 

Anarchy $41 

Athanor S40 

AziaeisTear $39 

BeavisButlhdVinSt $33 
Bedlam $46 

Birthright W95 $48 

Slack Olamond $44 

Blast ChamberW95 $40 


Callahans Crstm Saloon$42 


Circle of Blood $44 

City of Lost Children $40 

Clandestiny $48 

Creahon $52 

Curse of Oragor $41 

CyberiaG $48 

DarkEarlhWSS $46 

DarkSeed2 $45 

Oavin ol Darkness $44 

Death Trap Dungeon $42 

DisCwprldZ $40 

Dive $45 

Double Trouble $40 

Drowned God $40 

Oruid Daemons Mind $39 

Echoes $48 

Ecsialica 2 $40 

Enlomorph $35 

Fighting Fantasy $40 

Flipper $44 

Fork in the Tale $45 

Gabriel KntghI 2 $40 

Guardians ol Destiny $45 

Harvestei $46 

Heart ol Darkness $55 

Heliraiser $52 

Hunter Hunted W9S $45 

Incr Shrinking Hero $43 


Interstate 76 W95 $48 

Into the Shadows $48 
Iron John Hawk $45 
Island ot Dr Moreau $40 
Joe's Apartment W95 $44 
k07:Priiiceless Bride $25 
killing Time W95 $42 

Leisure Suit Larry 7 $48 

Llohlhouse $48 

L5tFlsShrlkHlm5 2 $42 

Mysl 2 $52 

Nemesis $42 

Noir $43 

Normality $47 

Orion Conspiracy $36 
Outlaws W95 $47 

Pandora Oireebve $46 
Phantasmagoria 2 $55 
Phantasmagoria $52 
PlanellallW95 $44 

PoltCB Gust 5 SWAT $47 
Return to Krondor $45 
SPQR $45 

SQ6 Spinal Frontier S2S 
Second World $45 

Shannara $42 

Simon Soiceror 2 $40 

Snow Crash W95 S44 

SnowJob W95 $39 

Solar Crusade $44 

Soul Keeper $44 

SpycraftW95 $47 

Star Trek JudgRt Coll $38 
Star Trk Sir Fit Acad $46 
Steel Legends $42 

Third Millenium W95 $44 
Tme Wip Or Brain W95$38 
Tomb Raider $40 
Toonsiruck $44 

Under Killing Moon S19 
Vaiuna's Foices $45 
Zork.Nemesis $53 


AgleWarriorFItt W95S40 


Beavs Btihd Lttl Thgs $29 

Earthworm Jim W95 $29 

Firo & Klawd $35 

Galaxis $38 

Go-Man 47 $44 

Hyper 3D Pinball $34 

Mortal Kombat 3 W95 $46 
Pinball Construction Kit $34 
Pinball Illusions $29 
Pinball World $35 

Rebel Assault 2 $47 

Road Rash W95 $42 

Rocket Jockey $42 

Toh Shin Den $44 

WWF-ln Your House $40 

Worms $34 


Worms Rernlorcement5$25 
XMen Chidm Atm W95 $42 


IBM BUNDLES 


Aces Collection $25 
Archives 2:StrWrfi $47 
Attack Stack $24 

Best of Sonic Collctn $35 
DefnivaWronieCI12 $34 
Fnisy Gnil Slrat Bndl $34 
ID Anthology $64 

Kilralhi Saga $34 

Kings Quest Anihl $25 
Legend ol Kyrandia SrsS25 
Leisure St LariyAnih $25 
Lost Adventures $29 
Megapak 5 $32 

Might & Magic Tril $19 
Police Quest Ahtholgy S25 
Quest for GloiyAnlh $25 
Rapid Fire Pak $29 
SU-27 Slrat Gde Bndle $29 
Space Quest Anthology $25 
UIDmale Game Co)lS29 


ADD Throe Worlds $26 
Anvil of Dawn $34 
Arch Mage W95 $48 

Aiena Deluxe $47 

Betrayal at Antara $48 
Cobra Mission $29 

Cyber Spate $33 

CyberJudas $39 

Dark Queen of Krynn $19 
DarkSunS $19 

Dark Sun Online W95 $15 
Death Keep W9S $39 
Diablo $46 

Die 8y the Sword $46 
Dungeon Master 2 $38 

Elder Scrolls 2 $49 

Eye ol theBehIdr2-3eaS19 
Halls ol the Dead $38 
Iron S Blood $42 

Knights XenlrPG13 $34 
Lands Lre Thrne Chaos $26 
Lands of Lore 2 $49 

Lords of Midnight $46 
RavenlofI Strahd $41 
Ravnllt2SlnPiop $46 
Riflwar Legacy $23 
Rims Ark ShdwRva $46 
SkyrealmsofJorune $33 
Star Trail $36 

StarTiek DeepSoace9$29 
Slar Trek TNG Collect $69 
StarTiek TNG Fnl Unity $46 
Slonekeep $50 

Terraclde $42 

Thunderscape $19 

Ultima 7 Series $15 
Ultimas Pagan $18 
Ultima 9 Ascension $52 
Ultima Undrwld 1 & 2 $15 
Unlimited Adventures $19 
WiardryGoldW9S $32 
World ot Xeen $24 


1943 Euro AIrWar $44 
A.T.F. $48 

AlOAttack $48 

A10TankKlllr2W95 $48 
ACS Navy FIghtrsGId $48 
AH 640 Longbow $51 
ATF Nato Fighters $22 
Across Desert 1941 $48 


Across the Rhine $45 
Air Cmbt Nvy Firs 97 $45 
Air Warrior 2 W95 $44 
Alien Alliance $43 

Apache W95 $42 

Armored Fist 2 $49 

Battle ol the lionciads $46 
Battlecruiser 3000 $45 

Big Red Racing W9S $35 
Burning Road $44 

Comanche 3 $49 

Command Aces W95 $25 
Conquest ol the Skies $48 
Dawn Patrol 2 $42 

Daytona USA $39 

Death Drome W9S $44 
Descent 2 $48 

Descent Bundle $26 
Destruction Derby $37 
Destruction Drby 2 $40 
EaithSlege 2 W9S $40 
F-22 Lighting 2 $49 

Fie Flghing Falcon $46 
FA 18 Hornet $48 

Falcon 3.0 $24 

Falcon 4,0 $52 

Falcon Gold $52 

Fighter Duel2W95 $39 
Fighter Duel Pro $34 
Flight $25 

Flight Unimtd W95 $36 

Flying Saucer $45 

Formula 1 Post Seasn $40 
Ganymede W95 $44 


Great Naval Battles 4 $43 
Great Naval Battles S $44 
Harrier 2020 $45 

Havoc W9S $44 

Hell Cals Over Pacll $44 
Hell Cals: Leyte Gulf $24 
Hellbender W95 $44 

Hind Hellcooter $44 
Indy Car Rcng 2 W95 $48 
Indy Car Rcng Comp $25 
Interactive Saling $45 
Jet Rghter 3 $49 

M1A2 Abrams W95 $45 

MS Flight Sim 5.1 $53 

Max Overkill Multi $48 
McLaien at LeMans $42 
Mech2AddOnW95 $29 
MechWarror2 $46 
MechWairior2Add On $26 
MechWairior 2 W95 $47 

Mchwr Merenries $48 
MegaRace 2 $39 

Microsoft FS 6 W9$ $54 

Mig Alley $46 

Monster Truck Rally $40 


MonstrTrtk Mdnss W9S$4S 
Msoft FS 5 Europe 2 $40 
Msott FSS Flight Shop $52 
Msoft FSS Ob|cl Osgnr $46 


Mud Kicker $45 

Nascar Racing 2 $48 

Nascr Rcng W Trek Pck$47 
Need Speed Gold W9S $45 
Net Racer $44 

Phoenix Fighter $49 
Rally $39 

Red Baron 2 WSS $48 
Red Sector W95 $34 

Roll Cage $34 

SU-27 Ranker $39 

Sail 95 $39 

Sail Sim 3 East Coast $29 
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'THRUSTMAS- 
TER F-22 PRO' 
With a powder 
coated metal 
base, glass f^led 
ABS handle, metal 
gimbal mecha- 
nism, and heavy 
gauge spring ten- 
sion, the F-22 
PRO gives you the 
edge you need in 
advanced tactical 
warfare, $125 


'BATTlfGROUND 
4: SHILOK Covers 
hie 2 of April 

6th and 7th 
1862. where the 
Confedetate Army, 
commanded 
Albeit Sidnd John- 
ston, launched a 
bold surprise 
attack against 
Grant's unsus- 
pecting Union 
Army. CO $42 


■WARCRAFT I 
BEYOND THE 
DARK PORTAL’ 
After destroying the 
mystic gate into 
Azeroth, the 
Humans discover 
that the rift which 
allows Die ores 
passage into their 
world still ecsQI 
Venture into 
undiailed lands of 
theMofde. CD$2g 


‘DEADLOCK’ 
Your incredible 
3-D rendered 
opponents poss- 
es unique atlrib- 
utes that will tilt 
the balance of 
power. Intimida- 
tion is Key as 
they hurt Insults 
and carry out 
strategies that 
can mean your 
doom. COS47 


‘MAGIC; THE 
GATHERING’ This 
top selling trading 
card game is now; 
for the first time, 
an interactive mul- 
tiplayer online 
computergame. 
It's an addictive 
fantasy game fea- 
turing wizards, 
exploration, 
adventure and role 
playing. CD $41 


WORIB CIRCUfT RACING; GRAND PRK ? Fend off 
challengers at Monaco or Uast down the straightaway at 
Monza! Real tixks, real teams, real cars, real sponsors 
aO in breathtaiang. lifelike graphics. CO $44 


’PA-18 HORNET 
There's 28 differ- 
ent Persian Gulf 
ezmbat missions 
to test your skJIs, 
you can blow up 
everything tram 
ammunition 
depots using the 
M61 Vulcan can- 
non to MiG fight- 
ers with an 
AIM9 Side- 
winder! CD $48 


THE PANDORA DIRECTIVE' Travel along three 
different paths to any of seven different endings 
on your quest to dissect the unnerving mystery 
surrounding the Roswell UFO Crash. 6 CDs $46 


TOMB RAIDER' 
Dive into the 
action packed fan- 
tasy world ol infa- 
mous adventurer 
Lara Croft, in her 
quest to retrieve 
the legendary 
“Scion”. Explore 
an environment 
that takes you 
through jun- 
gles. ruins and 
more! CD$40 


on CD ROM- 
Terminal Vetodty, 
Right Unlimited, 
Primal Rage, 


Afence, FX-fighter, 

Great Battles 
4, Pool Champion 
& Entom- 

orph,10CDs$32 


in the F-16 


TROPHY BASS 2' 
Challenge 
friends on any of 
ten lakes, each 
featuring photo- 
graphical and 
topographical 
maps, accurate 
depth readings, 
and weed beds. 
Get over 100 pro 
tips in smooth all 
new full motion 
video! CD $49 


IBM SIMUUTIONi IBM SPORTS 


Sail Simuiaior S40 
Screamer 2 $44 

Sensory Overload $42 
Shallered Steel $46 
Ship of Ihe Une W95 $44 
Shock WveAssllW95 S39 


Sierra Pro Pilot W95 $45 

Silent Hunter $46 

Silent Hunter Paitn $15 

Silent Hunter Pain 2 $15 

SlmCopterW95 $38 

SlamScape W9S $44 

Space Academy $47 

Slarrighler $39 

Super EF 2000 W95 $40 


Super Moiocioss W95 $33 
Super Tank CommanderSAO 
Supersonic Hacers W95S34 


T-MEK $40 

TFXEFEOOO $45 

Tank Commander Net $19 
Test Drive: Oil Road $42 

The Condemned W95 $48 
The Darkening $53 

TeFiahtrColl $47 

Tom Clancy’s SSN $45 

Top Bun Fire at Will $44 

Tropliy Bass 2 $49 

VMX Racing W95 $44 

VlpeuOper Rd SctW9S $35 
WerewolIvCamanch $33 

Whiplash $46 

Wing Commander 3 $31 

Wing Commndr 4 W95 $47 
Wipe Out XL $40 

y Wdfld Hally fever $44 

^ World ol Combat $33 

*WrldCircGranPrii;2 $44 
IWrIdCiicTrackAlick $42 
g X-Car Enprmntl Ren $44 

® X-Wing Collector $24 


X-WngVsTie FghlrS54 


A8C Monday highIFB $52 
fron Page Football 97 $4B 
Front Page Basebll 96 $46 
Front Pg FB Pro 96 $46 

Hooves Thunder W9S $35 
Legends FB 97 W95 $44 


Links LS $46 

Links Pro Courses ea $19 
Unl(sPro3B6 $19 
Lunar Bolt $44 

Madden Football 97 $48 

Micfleague Basebll 96 $34 
NCAA Champ Ssktbll $44 
NHL Hockey 96 $44 

NHL Hockey 97 $46 

PEA Bowling 2 $35 

PGAToui96Spnsh BayS19 
PGA Tour Boll 96 W95 $37 
SlmGolt $38 


IBM STRATEGY 


7lh Legion 
Advaned Crvilieallon 
Alterlile 


IBM STRATEGY 


Command 6 Congr $47 
Command & Conquer 2$46 
Complete Carriers War $42 
Conquest New World $46 
ConsliuclorW9S $44 
Drk Erth S1rgyW9SS45 
Deadtoek $47 

Oesllny W96 $45 

Dominion $4t 

Dune 2 $29 

Dungeon Keeper $45 
Emperor ol Fadng Suns$42 
Empire DIxMstr Ed $22 
Enemy NlionsW95 $46 
EKplOrallon $40 

Flight Commander 2 $39 

Forhes Corp Rder Gme $45 
Free Enterprise $39 

Galactic Mirage S4B 

Genglils Klian 2 $24 

Heroes M$MW9S $34 
Heroes Might 8 Magic $34 
Horaos ol M & M 2 $34 
Into Ihe Void $44 

Jaggd Mine Ddly Game $43 
Jagged Alliance S2S 
Jutland $19 

Lords ol the Realm 2 $48 
Lost Admiral 2 $39 

Master ol Magic $40 

Master ol Orion $25 
Maolor ol Orion 2 $46 
Metal Marines S48 

Mission Force 548 
Ocean Trader $44 

Ollenelve $36 

OrionSurger $36 

Outpost W95 $46 

OulposI $25 

Paxlmperla2W95 $46 
Pirates Gold $19 

Planetary Raiders $45 


IBM STMTEGY 


IBM TRADITIONAL 


IBM WARGAMES 


Aegis $19 

Alilka Kotos $42 

Aide de Camp $43 
Allied General $43 

American Civil War $45 
BauleTnkBarbarossa $29 
Battle olAusiertlta $24 
Battle ol Bulge $42 
Balitgrnd Gttysbrg $32 


Salllgrnd Antlelam $42 
Battleground Ardennes $34 
Galtleground ShIohS41 
Battleground Sinai $42 
BaltlegrndWalrloo $42 
CmcPac Midway $26 
Civil War 1861-64 $38 

Civil War Mst Plyr $42 
Civil War No GrtGlor $16 
Close Combat W95 $37 

Custers Last Command $32 


D-Day Amer Invades $39 
DelendtheMamo $19 
Dreadnoughts $29 
Fantasy General $43 
Filth Fleet $39 

Gene Wars $34 

Harpoon 2 $19 

Flarpn 2 Admrie Ed $48 
Harpoon 2 Deluxe $29 
Harpoon Classic $19 
Invsion Amrca General $44 
Last Blitzkrieg $41 
Operation Crusader $39 
Over the Reich $39 

PTO 2 $34 

Pacilic Storm Midway $29 
Panthers In Shadovrs $42 
Panzer General 2 $42 

Panzer General $23 
PanzerGeneral Online SIS 
Panzeibiitz $42 

Perfect Gen 2 w/Scen $30 


RelurnFIreWSS $37 
Rogarioan Agenda $39 
Romance 3 Kingdoms 4S34 
Settlers 2 $39 

Shadow ol the Emperor$3S 
Shatleied Kalions $46 
Sim Earth $40 

SlmCIty 2000 Collecin $51 
SimCIty 2000 W95 Net $51 
Simisle $35 

$imPaikWaSW3 $34 
SimTower $31 

SimTown $33 

Space Marnes $44 
Spaceward Ho! 4 W95 S24 
Star Base $42 

Star Control 3 $47 

Slar General $43 

Star Reach $36 

Slai Trader $45 

SteicrallW95 $46 
Starship Troopers $39 
Syndicate Wrs W95$46 
Tiny Troops $44 

Total Mayhem $42 

Tranpsoit Tycoon DIx $42 
Unnatural SetectlonCO $29 
Wages ol War wgs $29 
Wnrcrolt 2 $46 

Warcialt2AddOn $29 
WarhmmrShad Hin Rt $43 
Warlords 2 $19 

Warlaids2Dtx $41 
Warlords 3 $42 

Warwlnd $43 

Woodn Shp Irn Mn $39 
World Of Wonders $44 
Worlds of War $48 
X-Cam Apocalypse $45 
X-Corn Terrlim Dp $41 
X-Com UFO Defense $24 


Avatar PrincContlict $38 
Battleship W9S $41 

Bridge DIx 2 Shrl $32 

Chessmstr 5000 was $35 


Clue 


$40 


Connecilons $34 

Magic Gallierng W95 $45 
Masterpiece Mansion $39 
Monopoly $40 

Mnty Pyth Hly Grall$39 
Muppet Treasr Island $40 
Othello $28 

Paparazzi $19 

Pert Plyr Poker W95 $24 

Pinball Arcade $28 
Playboy Interviews $32 
Pool Champion $33 



Tang Chi W95 $25 

Trivial Pursuit $25 

USCf Chess $40 

UltlmaTrlula $16 

Uitlmale Yahtzee $28 

Universal Neverlock $19 

Vegas Games 95 W95 $24 

Virtual Chess $34 


al Pool 


$40 


Virtual Snooker $19 

Virtual Vegas 2 $24 

You Don't JckQsIPck $20 
You Dn't Knw Jrak 2$42 
You Doni Know Jack $30 
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IBM WARGAMES 


Point ol Attack 

$24 

PureWargame 

$29 

RELeeCWGenW9S 

$48 

Red Sky Morning 

$19 

Road Sumter Appomal 2$29 

$ld Meir Crvil War 

$58 

Stalingrad 

$39 

Steel Panthers 

$39 

1 

1 

$15 

Steel Pnthrs2W95 $43 

TACOPS 

$44 

Third Retch 

$39 

Tigers on Prowl Camp 

SIS 

Tigers on Prowl Map 

$23 

Tigers on the Prowl 

$42 

V Victory Bundle 

$28 

V lor Victory 2 

$44 

War College 

$31 

Waigame CSS Rifles 

$42 

llBM HINT BOOKS 1 

Betrayal al Aniara 

$16 

Clv2Slrat.Guide 

$16 

Close Combat 

$16 

CommConq Red Alert 

$13 

DeadlocktOlf. Guide 

$16 

Diablo 

$16 

Dungeon Keeper 

$16 

Elder Scrolls 2 

$13 

Enemy Nations 

$16 

Heroes ol M & M 2 

$16 

Into Ihe Shadows 

$16 

Leisure Suit Larry 7 

$16 

MasierDlOrlon2 

$16 

Pandora Directive 

$16 

Pax Impeiia 2 

$16 

Star Control 3 

$16 

Starcrall 

$16 

The Darkening 

$18 

WrcrII 2 Byitd Drk PrII 

$13 

X-Com UFD Defense 

$16 


FREE 

GAME OFFER 

Spend the specified 
amount on any in 
stock software and 
choose a free IBM 
game from the corre- 
sponding list below. 
Request must be 
made at time ot order. 

SPEND $80 
Return of the 
Phantom, Casino 
Gambler Kit 3.5, 
Falcon 3.0 3.5, 
Arcade Act Kit 3.5 
SPEND $160 
Grandest Fleet 3.5, 
3.5, Railroad Tycoon 
3.5, Jutland CD, 
Perfect General 3.5, 
Battles In Destiny 3.5 


IBM BUDGET 


Asgis $19 

AlrCmblPacfic 1942 $16 

Bailies ol Destiny $12 

Dawn Patrol $12 

Falcon 3.0 $16 

Grandest Fleet $16 

Harpoon 2 $19 

Jutland $19 

Links Pro 386 $16 

Return olthe Phanlorn $16 
TekWar $19 

Under Killing Moon $19 

Warlords 2 $19 


I 
















ALLWAYS DF TERROR 


High-impact cinematic cut aways. 


Daunting and realistic motion-captured enemies. 


www.inscape.com/assassin2015 
or call us at 1-800-510-1791 for more info 


oisnufluttoey 


JACK BUTCHER. AND THERE 


ERM NATORS, YOU’LL 


A.I. assisted search & destroy 


(EXCEPT MAYBE YOU) 
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The Terminator Returns In Betht 
The Sequel To Future Shock 


from tlic last waraiicl ihc ininun resis- 
tance’s plans to thwart it. Once again, 
you're taking orders From )ohn Connor 
and crew, and ninning the dusky gras- 
and-brown gauntlet of [>ost-apoeiil)'pse 
lA on foot, in a jeep or in a huntcr/killcr 
aircraft. 

But its not quite the .same. 'Ihe lesels in 
which FliTDRE Smock’s 17 missions were 
carried out were oflen .sprawling horizon- 
tal stmcturcs. SkTNl'rnins 
under an improved ver- 
sion of tlie Xngine— a ste]) 
up from the one used for 
D.vgceriall— that can 
throw around al>()ut 20 
percent more pols gons. 

One nice side effect is lhal 
the designers have heen 
able to build more com- 
plex levels that u.se vertical 
space to much better 
effect. 

An outstanding ex;im- 
ple is the third mission, in 
which, having found the 
missile and made your escape, s ou must 
locate the Cyberd)iie building, make 
your way onto its roof from outside ihe 
slniclure, wind your way dovoi through 

► Hellbender, Terminal Reality’s 
follow-up to Fury 3 and Terminal 
Velocity, seems to be coming 
along nicely: A prerelease version 
of this Win 95-specific 3D shoot- 
'em-up offers lots of detailed 
scenery, voice narration from the 
get-go, and fluid flight. Oh, and 
you have full freedom of move- 
ment this time around, through 
dozens of 3D levels. 


the building to actis ale the elevator, use it 
lo reach an olhemisc-inaccessible area to 
o])en a door in its cellar, explore said cellar 
and (pant, pant, pant) make your escape. 

Problem is, now, the elevator’s out of 
commission (another pant). 

1 don’t see aiiv big adv ances in Al; like 
I'Vn lit]': Si I()l;k, SkTNnr remains a “gel 
them lK'ff)rc they get v ou" sh(H)tcr with 
objectives and Ihe odd puzzle, dlie inctai- 
heads know you’re out there aiid, like a babv 
going afler maslied bananas, will make a 
heeline for you once you come within range. 
But now you’ll know tliey’rc there as well. i\ 
sec{)nd tap on tlic “I” key now replaces tlic 
vvea]X)n-ol-losl-c'ause,s (the lead [}ipe) with a 
motion detector: a glimmering electronic 
semicircle im|«)rted from Aliens. 


SkyNet, 
due in 
October, is 
set to bring 
Future Shock 
back up to 
speed with 
its competi- 
tion. 


A' c|uickly 
c forget; 

I Before 
I QuakI';, there 
Iwas ITriiiiU'. 
ISlIOCK-Tliis 
\'!enninator 
l.spinoffvvas 
I Ihe first of the 
\ hue 3D 

action games and tlie first game to make 
me feel sick to my stomach. Of course, it 
may have been forgotten in tlic excite- 
ment over QU/\KE. 

■^llic follow-up, Sk^Nmi’, due in Octo- 
ber, is set to bring FU'ltiHJ'; Si lOCK back 
up to speed with its compelition. A first 
look at a late alpha version found the 
game, w'hiic still distinctly a work in 
[Kogress, rich with potential. 

Originally planned as a multiplayer 
patch for I'ViiiRi': Shock, SkyNiiL has 
matured into an eight-mission stand- 
alone miniature with an add-on price (in 
the S20 to S30 range) and a raft of new 
fcahirc,s; SVG/\ graphics, a nuiltiplayer 
mode and a range of le.s,scr rcfincmenl.s. 

/\nd, naturally, a new story — built 
amund SkyNet’s plans for a city- 
busting nuclear missile lett over 


► Accolade’S getting into the 3D 
act with the dark and DooM-like 
Eradicator, a cyborg shooter 
that will allow you to select one 
of three characters. Raven is 
using the Oclones II engine for 
the handsome Necrodome, a 
game of tank-based arena 
combat coded for Mindscape. 
However, Mindscape has 
silenced Silencers, an Abuse- 
esque side-view shooter 


££ 
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BIG BANG SkyNbt will add multiplayer gaming to Future 
Shock, allowing you to blow up cohorts on foot or from 
jeeps and airplanes. 


'IlicyVc also taken Quakk’s cxplosioii- 
iit-thc-biitclicr-slK)|) approach to outra- 
geous \ioleiice to the next logical level: 
comedy. In multiplayer mode, you can 
blow a rival's head right off its tonso, leav- 
ing a little red-ringed .stump of white ver- 
tebrae. and then .shoot the head around, 
all wliile the ])oor owner is forced to 
watch from a tumbling point of \iew. (At 
press time, there was even some talk of 
allowing you to put the head through a 
basketball hoop.) In something of the 
same .spirit, a missile s-eye view has also 
been incorporated, and it should be 
delightful to watch your opponents flee in 
terror at its [rassage. 

And while I was playing an carlj' ver- 
sion, w'hich crashed if I looked at it funny, 

1 also noticed that SiCi’Nkc is distinctly 
cleaner; irritating little problems in 
iariuiuf. Si iock, like the inability to prop- 
erly target enemies at lower elevations, 
weren’t prasent. 


IS THE BEST YET TO COME? 

I can’t comment on some of the poten- 
tially most promising as[}ects of the game. 

I couldn’t display the SVGA graphics (I’m 
told they’re much erisj^er, and that distant 
objects look belter), and the sloiy' anima- 
tion w'asn’l it) place. Belhesda is also try- 
ing to include levels of visual damage for 
certain in-game objects like walls and 
cars, but that hadn’t been implemented 
vet either. 

Nor had mullivchicle ])la\’. In the origi- 
nal game, you eouldn’f switch between 
vehicles. In Sk'i'Ni :i'’s multiplayer mode, 
you will be able to— and a generous setup 
screen will allow you to configure the 
eight multiplayer levels in detail. That 
means you’ll be able to hop in and out of 
jeeps and fighter [)lanes to mow dov\ii 
your friends in deathmatch. 

1 low es'cr, I was able to explore some of 
the multiplaj'cr landscapes: the baked- 
brown hills with a huge, fallen-down 
HOLCtWOOD sign; a sewer with 
muckv'-sounding footsteps and corridors 
built for ambush (with a death trap or 
two); and a nighttime desert rich in 
weapons and cover. 1 can already sec the 
long-distance aiiilleiy battles unfolding: a 
sort of SCORCI iVD lAltil i 5D. Clearly, 
StCi'NL'i'will be worth another \isit. 

If 1 have any concerns based on this 
early look, it’s that Bclhe.sda is letting its 
creative eye slras' a little loo much toward 
the competition. SkTNi rr allows yon to 
adopt a third-person view in multiplayer 
mode. (Dtikl'; N(IKL:m 5D has an optional 


plaver mode, you’ll be able tcj destroveat- 
w-alks. (Gee, Dtikl’: has destnietable cat- 
walks.) One of the new wea[jons is a rico- 
cheting pipe bomb. (Gee, Dt ikk has 
tho.se too.) See my point? A little of this 
borrowed design could he a good thing. A 
lot of it risks making the original look like 
a pretender, and in the year of games that 
arc (or appear to be) tnie 3D, that’s an 
important distinction. SkyNi-:!' needs to 
cut a swath of its own. 

One thing I’d liked to h;ivc seen them 
borrow fiom Duki’; isn’t in the offing: 
a built-in level editor. I'm told that 
Beihesda’s in-house tools are too dcvel- 
oper-oriented for general consumption. 
'Ihat’s a good reason to tune them up- 
much as Bungie has tuned up the hbrgc 
design engine for inclusion with Mar\- 
'IHON iNh'lNl'lV. I’d urge Belhesda to re- 
think its po.sture or at least make the data- 
file geometrv' available to cnterjjrising 
shareware coders, as id has done w ith 
Doom. Editors have given the nearly 
three-v’ear-old DtJOM a good extra two 
j'cars of life, and there’s no reason for 
Fl/lUiiL; Si iock not to benefit from the 
same fountain of levels. 

But, that .said, there’s more than 
enough new here to keep i'’i rniRi’; Sl look 
veterans hapjjy for weeks — and even to 
send them back into the original game 
with a fresh perspective, as SkyNl'l' will 
also update ES with the new features. 

In other words, SkyNI’:)’ is still a patch. 
But it’s also a full metal jacket, and a v ei)’ 
hip and up-to-date one to h(X)t, and 1 



lliird-pcnson view'.) In SkTNl’:i'’s multi- 

can’t wait to tr)' it on. I'll be back % 

IlMlBf 

selection halts, take the corridor to the 

fourth episode— and drop into the pool 


right— the one leading to the off-limits 

at its end. Allow yourself to sink. Before 


QUAKE'S SECRET 
NIGHTMARE LEVEL 


If there's a problem with the share- 
ware edition of Quake, it’s that, even 
at the "hard" level, it’s far too easy. 
But have you tried the Nightmare 
level? Did you even know there was 
one? (Maybe not— the entrance is hid- 
den in a region you’re unlikely to 
explore.) 

Pick any of the difficulty-level halls. 
When you reappear in the episode- 



ENTER MY NIGHTMARE After you drop down 
from the pool onto the beam, enter this dark 
hallway to confront Quake's Nightmare level. 


of the three sides closest to the 
point where you dropped in. That 
way. when you fall through the pool's 
false bottom, you'll land on an over- 
head beam, rather than on the floor 
below. The exit on the left leads to 
the corridor that selects Nightmare. 

Once you exit the teleportation 
portal at the end of this corridor, 
you’ll be taken back to the episode- 
selection hall, with the difficulty now 
ramped up to Nightmare level. 
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THESE REMARKABLE 

ADVENTURES 

BEGAN A LONG TIME AGO 

IN A GALAXY 

FAR, FAR AWAY. 

(THE PRICE, HOWEVER, IS QUITE DOWN TO EARTH.) 



You don’t have to be Yoda to comprehend the wisdom of this deal. Four classic Star Wars games: TIE Fighter Collector’s CD-ROM™, 


Rebel Assault™, Rebel Assault II™, and Dark Forces™ Super Sampler Edition with 3 playable levels. 
Plus, an insider’s look at the theatrical release of the Star Wars Trilogy Special Edition. PEH 
Five incredible titles for MS-DOS & Windows 95. All for one incredible price. !■■■■■ 
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SNEAK PREYIEW • TOMB RAIDER 


She’s A Beauty 

Tomb Raider Dazzles With Beautiful Graphics And A Cool Heroine 


by Peter Olafson 



SNEAK 


G Am STILL IN DMLOI 


I magine Alone in 'n ie I^AiiK 
removed to Indiana Jones turf, 
injected witli a big liy]:)o full of 
prett)', m^ed texture maps, and 
reconfigured as an action game, 
and you’ll have some sense of tlie 
splendor Core Design has 
achieved in Eidos Interactive's 
Tomb Hmdeb. Butwhile the 
English developers have bor- 
rowed ideas from diverse sources — a little 
/\l'rD, a bit of PlUNCE 01' Pers 1/\ and the 
collected works of Manison l‘brd — TOMB 
IbyDlsIl, due in November, has a feel dis- 
tinctly its own. 

Tliis third-person 5D action/advcnlurc 
game— a huge hit with crowds and critics 
at last .spring’s E3 trade show— puls you in 
control of a .sort of “Indiana Jane” charac- 
ter, one Lira Croft. She’s an ads'cnturer 
who’s contracted with a shrewd busi- 
nesswoman named Jacqueline Natia to 
find the three pieces of the ancient 
Scion, a mysterious artifact whose qual- 
ities, at tliis lime, are about as nebulous 
as its name. 

On her que.st for the lo.st pieces, 
ara will explore four huge 
worlds, each with 
tlircc levels, drawn 
ftom cisilizatioas lost 
to time: an Inca city, 

1 Crcco-l^man labyriiith, an 
Egyptian min, and, finally, the 
l^rainid of Atlantis. 'Ilie 
twist in the story, 
though, is that Natia dou- 
ble-cros-ses liira after stie 
has recovered the first 
piece, so Lara must 
find the remaining two 
pieces for herself and 
face Natla’s forces in 
Atlantis, where the con- 
flict between villain and 


CC 



hero, and the mysteries of the Scion, final- 
ly come to a head. 

INTO THE RUINS 

1 had a chance to plaj' a pre-alpha ver- 
sion, with early incarnations of three of 
the levels and the museumlike training 
ground, the Gym, in which you can try 
out a wide array of moves without having 
to watch your back. (If you need to be 
j)ersuaded of your character’s Indiana 
Jane status, the Arc of the Covenant can 
be found in this mansion as well.) 'Hie 
gameplay and environment were so good 
1 was hooked. 

So what’s to like? I.ot.s. For starters, it’s 
ju.st nice having a woman in the driver’s 
scat. Sure, it’s been done before, typically 
by Sierra’s Roberta Williams, but also typi- 
cally without pushing women’s roles 
beyond the conventions of literature and 
film (e.g., a iirincess, a giri detective, a 
dreamy blonde with a jK)sses.sed hubby’), 
and not in this sort of game. ToMB 
PAlDiilt could conceiv'ably cojix young 
vvoinen into a genre that’s typically been 
exclusively a boy’s club. /\nd, to adopt the 


language of Core’s wry synopsis, ‘'psycho- 
logically, a male playing the game will be 
more involved with a woman character, in 
some macho ]>roleclive little farty way.” 

Maybe. But Lara’s a thoroughly mod- 
em, versatile young lady', even if she is 
made of textured polygons, and .she can 
look after herself very' nicely, thank you. 
She has a high, clear forehead, an entic- 
ing .shade of lipstick, a mail-order hiker’s 
outfit— including a bottomless little 
backpack with a rotating graphic inven- 
tory', which seems to hold everyihing the 
ancient regimes can throw at her. I iira’s 
biggest as-set, though, aside from her 
fircanns. is her Olympic-gymnast consti- 
tution. And once the game's ramped up 
to SVGA, she becomes cv'cn more life- 
like, her movements more supple and 
lithe. 

PHYSICAL EDUCAnON 

You can also tell Lira’s been taking her 
vitamins, beeau.se her actions are almost 
.superhuman. Wlien she jumps .straight 
up she almost touches the ceiling. She 
can also .somersault in three cardinal 
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directions with barely a gnint of effort. 
\Vlien she swims inulcrw'alcr. she holds 
her breath as though escaping the 
Poseidon. Wlicn she pushes a great stone 
block, .she puLs her back into it. VVlicn she 
grabs the edge by her fingertips and pulls 
henself on top of it, it seems the most nat- 
ural thing in the world. /\nd when she 
docs a backfli[) over a charging lion and 
then pumps it full of lead from behind, 
you get a true appreciatioii of L;iras 
power, and her beautifully animated 
movements. 

Even at case, she rocks gently, catching 
her breath, and no wonder. ' 1 he places 
she’s picked to ex])lorc would give Indy 
himself a workout: Deep, sliadowcd pools 
lead to gorgeous .sunken ruins or to 
underwater dead-ends where the air runs 
out. (it’s an unpleasant end, and the game 
brings its ravages home elegantly and sim- 
ply.) Surfaces arc almo.st never flat— the 
game is pockmarked with recesses, 
bumps and crcvas.ses— and the rare flat 
wall flat is seldom unadorned. 'Ihe incred- 
ible detail helps give these [places a real 
presence and brings home their cnor- 
moiLs size. 

TEMPLES OF DOOM 

Puzzles? Well, ye,s.'nicrc will be puz- 
zles. But mo.st were still under disciLssion, 
and the few nonenemy obstacles in the 
pre-alpha involved throwing an obscure 
switch to ojicn a hidden door (with a 
hclphil little cut scene showing Ihe af- 
fected portal) or using I ara’s athletic 
whercuithal to get out of 
rooms with no aj)]5arcnt exits. 

And there will be traps— 
including old spikc.s-in-thc-pit 
deals, pre.ssure plates con- 
nected to fireball-spewing 
mechanisms and a certain 
famous rolling .stone ball. 

Dc,spilc all the great traps 
and pu/yles, TOMIt RmdI'IR is 
more about ex|>loralion and 
the art of .sclf-prc.scrvation 
than anything else. It's a nec- 
essar)' skill, for Lira is not 
alone. Nature has rcas.serted 
itself in the.se abandoned 
places, and in our pre-alpha, 

Lara had barely stepped 


through the great double doors into the 
Inca city before a pack of w'oivcs set upon 
her like, well, a pack of wolves: circling, 
jumping and biting. Down went her life 
bar. Around and around went tliis richl)'- 
aniinated pack. 

I lappily, \'ou can as'crt such disaster, 
because Lara enters the game packing a 
pair of .45s w'hich, once drawn (a tap on 
the spacebar), automatically and indc- 
[)cndcntlj' target nearby enemies. Natu- 
rally, there arc better weapons — and first- 
aid kits— txit there for the taking, includ- 
ing a pair of magnums, Uzis, a sholguii 
and grenades. You’ll also find nastier 
beasts than mere wolves: lions, bears, 
giant rats, dino.saurs, tiie odd human 
being and man-eating plants— to name 
just a few of the game’s inhabitants. 

Wiien something great and gray sidled up 
beside l.ara in a pool, 1 jumped as though 
I d been burned. It was a croc. A hungr)’ 
croc. 

If )'ou can put some distance, and lead, 
between yourself and )our attackers, 

\ou’ll Ica\o them with their polygonal legs 
stiffl}' in the air, and so they’ll stay for refer- 
ence. If not — and “if not” happened a 
lot — Liira will keel o\ cr bloodlessl); and 
the rsoK'es won’t ha\'e to go to the store to 
pick up dinner, f Hie difficulty level of this 
entry Icwcl should be pared dowo for ihe 
release version.) 

Much as 1 enioyed all this, 1 do have a 
few' wish-list items for the final take. 'I he 
d)'namic camera perspectives are indeed 
very' cinematic, but need some work to 


RUN AWAY Lara will face not only ravenous wolves, but ■ 
Natla’s henchmen, such as “Mr. Lumberjack" here. 


GO FISH Lara’s range of movements and the environments 
she'll explore are numerous; among the coolest of both are 
animations of her swimming in the game’s many underground 
rivers and pools. 


mix better with gameplay.’lj^jically, Dua 
is .seen from behind. But I’d turn her 
amund to face some new' opponent, and 
find the game zooming in on that high 
forehead and not on the bat that w'as 
hara.ssing her. Eidos knows .some of the 
camera panning is a little odd, and they 
report that Core is still tweaking the cam- 
era angles. 

I'd also like to sec L,i)ra react more to 
her .surroundings— .show an expression 
other than the waiting-for-the-elevator 
face she carries through the ])re-alpha. 
She seemed a little, well, dispassioiuite, 
and perha[>s that’s w'hy the macho- 
protective bond never wholly kicked in. 
(Acclaim’s D is a irseful reference ])oint; 
it’s perhaps the shortest computer game 
ever invented, but it 
gives you a reactive 
heroine you can love.) 

Besides, i xira has no 
reason to be so diffident. 
She should be confi- 
dent— .she’s got a great 
gig— and so .should 
Eidos. ilMDKIl 
alreacl)' looks fantastic, 
and as summer pas.ses 
into fall, it can only get 
better. 'I liis treasure- 
hunting eoinbinalion of 
great eiwironment, great 
so some of exploration o„d gmi- 

toting action, can’t come 
out soon enough. % 
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"Strategy Game Of The Year" 


-Computer Gaming World 


"Turn Based Strategy Game Of The Year" 

-Computer Games Strategy Plus 

"Get this game, it's a classic" 

-Wade Glasscock 


"It's one of the BEST strategy games 
I've ever played" 

-Mark Asher 


"Heroes of Might and Magic is an excellent game" 

-Tony Damiani 

"It's great, wonderful, long term play value 
(Win 95 version), and highly addicting" 

-Barbara Christensen 


"An excellent and entertaining game" 

-Darrin Fesperman 


Now Woild CcrnputlR9, tne New World CompullnB logo and 
horoes of Might and Magic m trademaiks and/ot regletered trademarks ofTtie 3D0 
Company (c)1 996 The 300 Company. Ail rights reserved. 



-LVJLythical creatures come to life as you battle for control of newly discovered lands in 
the award-winning strategy game Heroes of Might and Magic"". Explore virgin territory and 
capture strategic positions and resources while expanding your influence and, establishing 
your dominance. Recruit your heroes, gather your armies^ and challenge the other warlords 
for supremacy. Victory is within your reach if you have the brains and the brawn to take it. 



• Over thirty unique combat units 
• Dozens of strategic scenarios 

• Custom "World Builder" included 

in the Win 95 version 


• Exquisite SVGA graphics 
• Intense Computer AI 



Spectacular web cller check cut 
http://www.awceniputing.cam 


• Multiplayer: hot-seat, modem, 
network, direct connect 


SEGAMER 

EDITOiS’ 


CHOICE 


NEW W^RLB GaHHPUTm 

Available at your local software retailer or order direct from New World Computing at 
1-800-251 -9563 (818-734-7136 outside the U.S.), or by mail: 

RO. Box 4302 Hollywood, CA 90078-4302. 

New Woild Compullng. Ihe NewWoild Cuiii|xiliiig loguniicl 
Heroes of Might snd Magic are Irodeniuiks arni/oi legeleieil liadeinaiks ul Tlie 300 
Company id 1996 Too 3D0 Company. /Ui righis lescived. 
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The Inner City 

Maxis’ New Game Takes “Sims" To A Whole New Level 




by Scott A. May 


E ver)' pliiycr, nl one (inie or 
anolher, lias no cloiibl fanla- 
sizee] aboni w hat if would be 
like to actually be inside tbeir 
fa\ orile game. ' I lie more real- 
istic the game, the more 
tempting this notion becomes. 
Ma\is will .soon give SiMCriv 
fans a chance to live that 
dream —virtually, of course — 
in SlMCorTFK TOlt WINDOWS 95. 

Scheduled for ])ie-Ciiristinas relea,se, 
SlMConTlH is an ambitions attempt to 
bring arcade-flavored action and third- 
person virtual realitv’ to the familiar 
SliVtCliV environment. 15ecau.se many of 
the key features w ere not ycl in [)lace in 
the beta veNon preview ed here, early 
evaluation relics more on concept than 
on actual gameplav. ’let, even in its rough 
fonn, the title looks promising, if not a lit- 
tle bizarre. 

GOING DOWN? 

Given the long and pro.s])erous hislorv' 
ofMavi.s’s SiMCl ivline, this tjpe of game 


► HANGAR ON— Before you Start saving the city in SimCopter, you'll start in the heliport, 
where you can purchase equipment upgrades and bigger; faster choppers. 

would seem the newt logical step. In jjrev i- 
ous outings, plavcrs a.ssumed a godlike 
position, overseeing all aspects ofeitygov- 
emment, urban renewal, civic concenis 
and disaster relief. 'Ibis time, though, you 
drop down from the clouds, right into the 


NEW YORK, NEW YORK You can aiwa;^ get out of your 
bird and bask in the glow of your city while mingling with 
the natives. The skeletal pilot here will be fully rendered in 
the final version. 


heart of the action. Your tasks are now- 
much i-norc specific: dealing directly with 
emergencies in real lime. In other vvorefs, 
voLir role is now .service-oriented, rather 
than strictly administrative. 

Adhering to this hands-on apj)roach, 
Si.\tCoi’n;it offers a more dviiamic 
gniphicat view of your city. Traditionally, 
the SimCiiy environment vv'asscen only 
from an ovei head thrce-c[uartei' perspcc- 
five. Although you could 
zoom in on selected areas, a 
feeling of distance remained, 
wliich left you cmotionallv’ 
detached fnnn ihedail)' 
grind. SiMCouiKlUrridges 
this gap, allowing you to not 
only fly in and amund the 3D 
architecture but to actiraily 
land your vehicle and mingle 
with the masses. In effect, 
you become a SimCitizcn. 

Your role in the game is 
that of a helicopter pilot, 
working in conjunction with SimCit)- 
ho.spilals and police and fire dcpai tmenl.s. 
Tlie heart of the game is a multimission 
career progressing through 10 lev els of dif- 
ficulty and 30 prebuilt cities, l£ach new 
cit)- is larger and has more challenging 


landscapes, a greater ]X)|>- 
ulation and more fre- 
quent emcrgcncie,s. 
SuAiveall 10 levels and 
voii ’ll face the ultimate 
challenge: Macro])olis, a 
big, nasty' crowded city' of 
the future, guaranteed to 
tax your acquired skills. 

Points arc earned for 
quick re, spouses to —and 
.successful re, solutions 
of— a variety' of emer- 
gencies. Use these credits 
to purchase chop))er 
upgrades and specialized 
ec[uipment thalmakc y our job ca,sier. 'Hie 
final version will have nine tvpes of v ehi- 
cles av'aiiablc, modeled on real-life birds 
ranging from Bells to the latc,st Nortar 
copters. Tbough not a flight sim per se, 
each successive copter features reason- 
ably accurate flight characteristics, such as 
.speed, handling, passenger capacity and 
quality of add-on equipment. 

AND THEY'RE OFF 

Each mission begins at the main heli- 
copter hanger, typically located on the 
outskirts of towiu Once you’re iii the air, 
emergency calls inimediatcly begin pour- 
ing in via radio dispatch. I'hc dispatch 
o[)erator’s digitized voice is extremely 
authentic, imparting a real-time .sense of 
urgency. Itach call identifies the nature of 
the emergency, its geograj>hical location 
and priority. As you progrc.ss in the game, 
these calls pour in more frequently, often 
one on top of another. 

'Iherein lies much of the game’s strate- 
gy' — deciding w'hich calls to respond to 
first, based on a number of different crite- 
ria: the magnitude of the emergenev, 
potential for loss of life and distance fmm 
your present location. i'\ction taken on 
lovv-|)riority situations may result in 




Psychologists say inside every 
18 to 35-year-old male, there lies 
a potential psychotic killer. 
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docked |}oinLs or complete mission ftiil- 
iire. 'i lie further you get into the game, 
the more criticai your split-second deci- 
sions become. 

Cities are di\ided into nine sectors, and 
)ou ha\ e an on-screen map tliat lets ) ou 
zoom in and out of the cih’. Because each 
city is extremely large and dcnsch' con- 
slRicted, the map will also let you filter 
out certain infonnation, making naviga- 
tion easier while removing extraneous 
details that might cause confusion. 

So w'hat could possibly go uTong in 
your idyllic SimCities? Some dispatch 
calls involve crimes and include high- 
speed car chases and per|)etrators fleeing 
on foot. In tills case, your job is to locate 
the suspects, report their location to 
police, and attempt to track them with 
\ our high-pow ered searchlight. Once illu- 
minated, the peqis slow down, hopefully 
for long enough that ncarbv' squad cars 
can make tlie collar. 

Kven more intense are riot situations. 

1 Icre }ou must hover overhead and use 
vour onboard loudspeaker to order the 
crowd to disperse. If that fails to break u[) 
the melee— which is likelv— vou can go 
one step further by launching tear gas 
into the crowd and using )'Our spotlight 
and squawkbox to assist officers on the 
ground. According to Maxis, the “Sim- 


Riolers" will be intelligent, in that they arc 
molivaleci by real-life mob mcntalitv', 
often resulting in unpredictable behavior. 

Other dispatch calls are more disiistcr 
oriented: fires, plane crashes, automobile 
accidents, sinking boats. In some ca.ses, 
you’ll be the first on the scene and will 
have to radio for the appropriate .support 
personnel (fire, police, ambulance). Often 
you’ll be called on to assist officials who 
are already in place: rescuing victims, air- 
lifting injured Sims to the nearest ho.spital 
with your fiilly-opcraliona! giinicy and 
drenching fires wilh your water bucket. 
Depending on the size of the blaze or 
scale of the accident, upper levels of play 
often require that you .simply dispatch 
help to the scene while vou respond to 
higher-priority calls, 'llic game is also 
designed such that even identical inci- 
dents are different from one mission to 
the next, ba.scd on the location where the)’ 
occur. 

TAKING IT TO THE STREETS 

If vou want to get even closer to the 
cit)', you can. Si.mCopikr allows you to 
land vour bird on any flat .surface— from 
rooftop to parking lot— c-xit the vehicle 
and exiilore the cit}' on foot, r.xaclly what 
you will be able to do is unclear, allhougli 
Maxis has hinlccl at some b'jie of interac- 


tion with other pedestrians. In its present 
fonn, this option offers little more than 
fantasv fulfillment for those intrigued b}' 
the notion of viewing this virtual world 
from at ground level. 

Graphics in tlie beta arc niostl}’ skele- 
tal, but they provide a glimpse of the final 
version’s 3D environment ’Ilie bulk of the 
game is poK^on based, wTapped in 
detailed texture maps, with wiriablc reso- 
lutions designed to maximize animation 
on slower machines, ^'lulti[)lc view 
modes arc available, including a first- 
person cockpit display (with bitmapped 
overlay) and several chase and ( 0 |)-down 
views, wbicli are handy for rescue mis- 
sions. An onboard camera will also allow 
you to zoom in and out of tlic action 
below'. Peripheral graphic effects include 
adjustable visibilih' (fog), lighting (day and 
night) and object texiuring. 

Sl.\lCOP7ER should appeal to the same 
gamers who enjo) ed SimCi'IY’s multitask- 
ing challenges, but have long desired to 
experience first-hand the strateg}' and 
real-time action [ireviouslv’ viewed from a 
more loftv' position. If Maxis can actually 
pull off this immersive and visceral envi- 
ronment, then SlXlCopnCR could be tlic 
beginning of a new era for the eonipan}'’s 
venerable SimSeries. % 


ImportiiigYovrOwititks 



he vast real estate encompassed by SimCopter’s 30 prebuilt cities place higher demands 
provides nearly limitless variations of gameplay. Nothing, though, fires or rescue trapped 
beats flying through a city 


of your very own creation, 
To satisfy every SimCity player's deep- 
seated desire to inhabit their dream 
creations, SimCopter will allow you to 
fly missions in cities designed with 
SimGity 2000. Theoretically, this import 
feature will attract pl^rs from the 
previous version, while adding consid- 
erable life to both titles. 

That may be the case, but the spe- 
cial strategic elements of this game 
will probably send SimCity 2000 own- 
ers back to the drawing board to cre- 
ate new urban terrain with SimCopter’s 
mission characteristics in mind. 

For example, you could design areas 
with limited road access, which would 


► WE BUILT THIS CITY SimCopter will allow players to import and 
then fly through the original cities they designed in Maxis’s 
SimCity 2000. 


on your copter’s ability to single-handedly extinguish 
citizens. On the other hand, you could also make it 
easier to douse fires by including strategically 
placed rivers, lakes and reservoirs. 

In anticipation of riot situations, try designing 
urban areas with limited pedestrian access or spe- 
cial containment features. To increase the potential 
risks from fire- and to up your strategic ante- 
cluster high-rise apartments near petroleum 
refineries. Or you could create populated islands 
that prohibit access to ground emergency vehi- 
cles. Such hazardous possibilities are endless. 

Of course, one of the biggest kicks is viewing 
your city’s geographic details and architectural 
objects from SimCopter’s 3D perspective. Land in 
the middle of a football stadium and take a walk- 
ing tour of the field. Or, after a busy day, you 
could simply land on a rural foothill and watch the 
chaos unfold below you. After all, you can't be 
everywhere at once, can you? 






QAD 

(Quintessential Art of Destruction) 


Blow away ijour enemies ..y- 

maneuver your craft over constantly changing terrain in 
an attempt to save up to 200 hostages. An, explosive • 
soundtrack and revolutionary technology make each 
of Q/iD's more than 20 deadly missions a blast. . : 


uying faster, more pewerful shins anri , 

With Nihilist's mind-blowing souTi^racly and yD-like effects, 

you're in for the fight of your life. | 

X ' 


so you bettef choose your character carefu y. 

Battle Slayer's kilter audio and multiple play modes 
are sure to satisfy even the most discriminating 


Battle Slayer 


taste for blood. 


Hard-Core Games. 

Killer sound. Killer action. Killer games. ’Nuff said. 
For PC CD-ROM. 


PHILIPS 


http;//www.philipsgames.com 

Philips Electronics North America Corporation 
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Coming this fail 
on CD-ROM 
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10 On The 
Richter Scale 

Quake Pushes Gaming Over The Bleeding Edge 



Download 
Quake version 
1.01 share- 
ware from 
www.zdnet 
.com/gamlng 



Price: $50 {shareware 
version can be down- 
loaded free) 
System Requirements: 

IBM-PC compatible 
Pentium 60: 8 MB RAM 
(16 MB for Windows 95); 
MS-DOS 5.0 or Windows 
95; VGA graphics; CD- 
ROM drive; 80 MB free 
hard drive space {30 for 
shareware); supports 
Sound Blaster and GUS 
sound cards. 
#ol Players: 1-16 {LAN 
or Internet) 
Protection: None 
Designer: id Software 
Publisher: id Software 
Mesquite, TX 
1-800-idgames 
Reader Service #;319 


by V. Long 

T lic long-awaited Qt'AKl’. is 
finalK’ here, and already it's a 
sensation on the Inteniet and 
a deep indulgence for action 
gamers everywhere. 1 think 
it’s safe to say that the three- 
year w ait for id’s all-new, 
totally 3D game was worth it. 
Since 1 wrote CCW'^s Sneak 
Prexiew of tlie game Qiily), a 
few things ha\ c changed — and id ])rinei- 
pal john Romero departed id— but the 
gameplay didn’t change. It's still a tower- 
ing jjrogramming feat that goes beyond 
immersive to make you feel like you’re 
there in a combat cmironment. 

Like its storied predecessors (WoLI'EN- 
siK IN 3D, Doom, 1 li'iucnc, i-li'>j;N, et 
al.), Qu.AKL; is a w hite-knuckle "kill or be 
killed" splalterfesl. You’re a muscular, av 
wielding hero who starts off in a ruturistic 
military' installation and teleports via “slip- 
gates" into nightmarish places populated 
with monsters and other vicious creatures. 
'] he difference is that Quakk is a Inie 3D 
environment, and it pmmiscs to turn 
cyberspace into a raucous DeathMatch 
playgiound. 


TOTALLY AND TRULY 3D 

Life is 3D, and ,so is Qu, \Kr,. Nothing 
I’ve seen on a PC beats QliakIl at creating 
a first-person environment on fhl moni- 
tors with such bloody, in-your-facc imme- 
diacy. Noteverj'one agrees with me— 
some gamers expressed disappointment 
that QU/VKI;’s graphics didn’t ,suri)a.ss 
Doom the way Doom suq)a.sscd Woi.F- 
KNSIKIN 3D. Others point to DuKl'. 
NukIvM 3D as having more “innovative” 
environmenLs, weapons and level de.sign. 
But I think both arguments really miss the 
point; Doom’s and Dukk’s illusion of 3D 



Q uake’s awesome, tnje-30 environment can only be appreciated by using 

"mouselook," which gives you the ability to look fluidly and intuitively in any direc- 
tion, It’s perfect for glancing up and down, swimming, and hitting opponents on the run. 


is so convincing that it’s ea.sy to overlook 
that they arc actually 2D cleverly simulat- 
iiig 3D. 

Ivvcrv'thing in QlLAKiy in contrast, is 
polvgon-based, mapped with sinister tex- 
tures and rendered in real-time. 'Ihc 
architecture is cnirslrueted as it is in real 
life, with rooms abov'e and below and 
.structures spanning open S|)ace. 'lb ajjpre- 
ciatc it, and to suivivc, you need to take 
advantage of the game's '‘mouselook" fea- 
ture, whieh lets yon .slew your view' as if 
you were turning y'our head. 'I his is some- 
thing no other "sLT game can touch; It 
deepens your sense of immersion and 
affords deadly-fast targeting accuracy'. 

While other ”31')'’ games still utilize 
cardboard-dat .sprites, QllAKK puls you in 
the midst of creatures that move mi ich 
more smoothly and conv'incingly and can 
be v'iewed from any angle. Various other 


touches, sucii as dec]D shadows and dv'- 
namic lighting effects, add realism. Fire a 
rocket into a passage, and the rocket’s 
glow illuminates the corridor as it travels. 

Although neither creatures nor players 
cast shadows, the real-time v'isuals arc 
nonetheless imj^ressiv'e, even al 320x200 
resolution. 'Ihe only dow'nside to the 
totally immersive environment is that it 
takes a Pentium 60 to mn it. 

A DELICIOUS NIGHTMARE 

Some gamers might go for Duke;’s col- 
orful look and irreverent attitude, but I 
]Drcfer QlfvKI^'s moody' atmosphere. 'Ihc 
gloomy textures and color palette 
enhance the spooky atmosphere and 
combine with the tnie 3D and scarv mon- 
sters to make QuakK all the more night- 
inarish, dhe lack of an auto-map feature 
adds to the impression of being there: 




KVli-S I 
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V\'1io has time to comprclieiid a 5D wire- 
frame map while nmning for clear life? An 
inventor)' system might have been nice, 
but it would lend to distract me from tlic 
task of kicking a.ss, 

'Hie ambient sound effects, by Nine 
Inch Naiis’'lfent l^znor, such iis the dri|) of 
water echoing from the subterranean sew- 
ers and the wind whistling through seem- 
ingly barren reaches, also add an 
Hitchcockian aura of susixinsc. 

Unfortunately, Quak 1 ':’s 
landscape lacks intevaclivily — 
not e\en the biggest gun leavas 
a scratch. 'Ihc stained glass 
doesn’t shatter; buckshot 
doesn’t leave pockmarks; even 
rocket blasts don't damage 
walls. In this case, at least, 

Dlike is ahead of QU/\K 1 ':. but 
when the setting is so decep- 
tive!)' real and the ex|)erience 
so harrowing, )ou reall)’ don’t 
have much time to pla)'with 
your .surroundings, 

ENGINES OF DESTRUCTION 

As in Doom, the weapons are .straight- 
forw'ard ]roint-and-shouters. even if some, 
like the lightning-spewing ’ITiundcrbol t, 
are cxiiilirating to watch in action. Id 
added some tw'ists to QUAKli’s arsenal; 
With the grenade launcher, suicide is sw'ifl 
if soil fire in close c|uarters, and discharg- 
ing the 'numderboit undcrw'atcr is a .sure 
way to die. My fa\’orite plaything is the 
Super Nailgun, w'hose tremendous rate of 
fire makes nailing foes a delicious 


treat-though it eats ammo 
voraciously. 

'lou’ll need lhc.se nastier 
weapons to tackle Quaki'.’s 
ghoulish monster menagerie, 
'lire hulking SI lambler and 
Bu7z.sa\s' hiend, first introduced 
in the .sharew'are, are joined by 
nastier kin. 'Ihc Vorc— a spider- 
legged har|5ic— hasa homing 
attack that’s hell to outrun and 
looks like a throwback to Doo.M 
ll.'lhellolfi.sh’sdoRal fin cut- 
ting through the murk)' deptirs is 
a sure sign to get out of the 
water. 'llie S|)awn arc painful to 
deal w'ith no matter what, and 
the Dciilh Knights, with their \icious 
blades, inflict lots of pain. If sou’rc smart, 
you’ll provoke the monsters into attacking 
each other. Some wea])on.s won't e\'en kill 
tl le big-bexss monsters; Use your wits for 
the game’s biggest, Shul>Niggurath. 

'Ilie registered version presides 38 lc\'- 
els. including 9 from the shareware, 'flic 
registered Icscls get much scarier and 


THE UGUEST ONE OF ALL You’ll need your wits to 
defeat Shub-Niggurath, the big bad boss who makes 
the Shambler look cuddly, 

challenging, w'ilh traps, more monsters 
and great level design. Some, like Ihc 
Wild 'Uinnel level, arc designed to lake 
\ou fora wild amusement park-Iikc ride. 
Others arc orchestrated to promote car- 
diac arrest, '^llic Elder Cod Shrine level, 
for e.\iim])le, sends )’ou fleeing through a 
darkened ccniciciy, binnping into head- 
stones and falling into open gmve,s. before 
res caling its bmtal suqirise. 

MASS MIRTH AND GLOBAL MAYHEM 

'llie real fun, though, conies w'lien you 
play Qdakk the way id intended; hunting 


other like-minded gamers. Kew' things will 
put a bigger grin across your fricc than 
])Oiindng on an opponent w hile you’re 
im isiblc llianks to the Ring of Shadows. 

As in Doom, players can engage in 
DcatliMatches \ia direct cable, inodem 
and ll’X local area network connections. 
QhaK]', ups the ante to 16 simultaneous 
]ilaycrs and adds o[)tions to choose colors 
and a.ssign teams. Id w'cnt even further by 
inlcgniling both dsnamic entr)’, which 
allows plav’ers to join at an)' time, and 
'I'CP/IP connccthit)’, w'hich pcniiits play 
over llic Intenict. As a re,sult, you can drop 
into any of the hundreds of 24-liour 
fragfests hosted by fans on tlic Internet. 
\\4iilc some w'ho dial into their ISPs for 
Internet DcatliMatches gnmiblc about 
lag, it’s amazing that it works as well as it 
does. No other game provides this degree 
ofiiuiltiplayerconiieclivity. With more 
multiplayer oplion.s, such as Capture the 
Flag, it could’ve been all tiic more out- 
standing. 

Although it’s not perfect, Qli/VKli excels 
at pure pulse-pounding action, and is 
more fun than I’ve ever had on a eom- 
piiler. It’s the most immersive “visceral 
realily" ex])erience out now. I’m not alone 
in ihinking this: ' I lie overwhelming 
iiiajorit)' of my friends quickly sueeuiiibed 
to Qu.akCs addictiveness, jiarticulariy 
after ttyiiig DcathMatcli and mouselook 
Hie fast-growniig pool of jilaymatcs, 
sciA'crs and add-ons will ensure that 
Quaki: ,sta)'s at the top of my playlist, and 
the playlists of thousands of other gamers, 
for a long time. % 


^APPEAL: Fans of first-person 
action shooters seeking the next gen- 
eration. Everyone else should at least 
see what the fuss is about. 

^PROS: Pure action shooter; cool 3D 
architecture and creatures; outstand- 
ingly moody atmosphere; multiplayer 
mayhem second to none. 

>CONS: Requires a muscular 
Pentium; the non- 
interactive envi- 
ronment is a let- 
down after Duke 
Nukem 3D. The 
soundtrack is 
lousy compared 
to Doom’s. 
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Quake Aftershocks 

Cheats, Hacks And Updates fdr Killer Quake Action 

by V. Long 


Q UAKi; is sure to be the 

hottest iiction game of the 
ycur, so it’s only a[)propri- 
iite that we co\'er all the 
new' hacks and haijpcn- 
ings on the game for as 
long asit’sliot.'lliis 
nionlh, we’ll take a look at 
id’s s’ision for Inlcmet play 
with QuakcWbrld, show 
)'ou how to get connected to Intemel 
DeathMatches, and offer cheat codes for 
any qui\'ering little wiisses who need 



t WHAT SHAMBLER? You need fear no monsters in God mode; this 
Shambier is a weenie of a beast now. If you enjoy ultimate powei; type 
Impulse 255 to swat him down like a fly. 


them. Nc.\1: month we’ll talk about cool 
hacks for new w'capoi i,s, levels and 
options. We’ll also .see if we can make the 
QlJAKt'; C compiler e;isy to use. 



More information on 
QuakeWorld is available at 


the CGW Web site at 

www.zdnet.com/gaming. 


CARMACK ENVISIONS QUAKEWORLD 

)ohn Camiack, id’s lead programmer 
and chief tcchnoiogv officer, ha.s been 
busy working on QnakcWbrld, a pet ]5ro- 
jeet des'oted CNcliisively to Intemel pla\; 

Id plans to fully integrate QuakeWorld 
into Quakk 2. but il should have custom 
executables available to implement some 
of QuakeWorld into (he registered version 
of Qu.ake. 

During the Ril'D phase, id will mn the 
master server, which tracks all Quake- 


World servers, users and frags, 'litis will 
allow all QuakeWorld players and clans to 
be ranked on a global ladder, as well as 
help locate buddies oir any QnakeWbrld 
.server. Id’s American McCcc hasbeeir 
dev eloping a rairking system and 
researching methods used by tire Chess 
Federation. 

As part of the project, Cannack has 
Irecn continually mcKlilviirg Qi '.AKli’s net- 
work code to improve Internet play, 
i^ednclion in the si/e of tlic data packets 
transmitted has icsirlted in actual perfor- 
mance gaiirs, while an increased flexibility 
in the way client.s procc.ss “game states” has 
helped improve perceived perfontrarree. 

As it was explained to me, the elietrl 
will not need to w ait for the server to 
rcs[K)ird to each reejuest before jrroccssirrg 
the next move or action. 11iis will allow 
for smoother plav ; It’ll feel about lOO 
milliseconds faster than the actna! “ping 
time” would. St r^csl. 

To compensate for Internet lalencv 
bctwecir serv'er and client, the T 
scrvcrwill coirtinuou.slys)ii- ' 
chi'onize with the client — thiirk ; 
of the w'ay a ntbbcr band allow-s • 
some stretch, but alwa)’s tugs 
back 1he.se corrections will i 

general!)' be so seamless as to i 

be unnoticcable, irut the occa- • 
sional “big one” may result in 
something like weapons fire 
empting fronr irearby instead of I 
from your guir irarrel. ' 

FRESH MEAT, I 

QUICK 'H' EASY | 

For the time being, joining a 
game of QliaK); \'ia the Internet 
is straightforward but time- | 

consuming: you have to coj))' ; 

server I F addresses fr om Web ; 

sites and hpc that infonnalion ; 
into the game until ) ou find a • 

server with a decent response ; 


time. But if QuakF. uses Wirrdows 95 to 
com reel via the Intcmct, why not exj^loit 
the GUI and sirnplifi' the process down to 
a mere mouse-click or tw o? 

Ural's where freeware and sharcw'are 
utilities come in. Among the ones I’ve 
used arc QUAKt', Spy, by ]oc Fowcll; Rift- 
QtiAKr; Internet Multiplayer 1oo!, by Bob 
Jamison; QltvKL: Seaer Explorer, by Rick 
l^ila\'c/ak; and QUAKti Net, b)' Doug 
Bcrrell. Each has its advantages, but (hey 
generally do the same thing: poll a list of 
servers, prioritize them by ping (or 
response) times, wait for sour selection, 
and then start Qu.VKl'; at (he cho.sen I P 
addre.ss. I )on’t be surprised if or le of these 
developers collaborates with id to create 
(he user interface for the QintkcWotid. 

Qhak/'.' fanatic \^c iong wrote CCW’s 
Sneak Prc\'ic'w of the game in our jufy 
issue. 77ioi/g/i he is Technical Editor for 
Computer I ,ife magazine, his idiom tends 
moiv towards "goopy streams of giblets," 
“frags" and “mass carnage . " 



T he Shareware episode may have 

been a cakewalk, but the registereij 
episodes will pummel even the 
toughest veteran. If fighting dirty 
doesn’t bother you, try these cheats. Hit the 
(tilde) key, and type them at the console, 

GOD = God mode 
FLY = Fly mode 
NOCLIP = No-clipping mode 
NOTARGET = Monsters don't see you 
(until you start shooting) 

IMPULSE 9 = All weapons and ammo 

IMPULSE -1 or 255 = Quad damage 

IMPULSE 11 = Get a rune 

MAP E#M# = Warp to episode H mission # 

GIVE # = Get a weapon 

GIVE S 200 = Get 200 shotgun shells 

GIVE N 200 = Get 200 nails 

GIVE R 200 = Get 200 rockets 

GIVE C 200 = Get 200 cells 

GIVE H 200 = Get 200 health 




SUBF AND SESSSOT 




FREE DEMO 

http://www.grolier.coni 



five FAQ’ s ab out the most 
uniq ue maze/adventure game ever L 


who? 

you! immersed in 
the first-person 
perspective, you 
play a renegade 
hacker trying to 
destroy an 
insidious virus 
launched by 
Rood 0*Dor, 
an evil genius 
out to trash 
the world’s 
computers . 


what? 

vertigo ! 
negotiate real- 
time 5-D 
interactive 
mazes featuring 
multi-threat 
traps, dizzying 
pratfalls, and 
puzzling enemies 
by mastering a 
progressive set 
of gravity- 
defying skills. 


w here? 

cyberspace ! 
surf to 18 
virus-mutated 
maze-like 
worlds, free- 
floating through 
a bizarre 
interpretation 
of the Internet. 


when? 

October I at 
local software 
retailer. 

why? 

because I PC game 
players deserve 
the same mind- 
bending thrills, 
spills, and 
skills formerly 
available only 
on high-end 
cartridge games. 




(203) 797-3530 
hllpi^/www.groller.com 

Ilf aiKl Oeiuoy ts a tradeinailt of Grdi 
Interactive Inc. 

FireWafker k s trademaiH of 


WKere’s the sport in that? 


Crime is rampant. Jails are overpopulated. The Commihee Of Recreational Termination (C.O.R.T.) is hell-bent 

ON PUTTING THE SPORT BACK INTO CAPITAL PUNISHMENT. YOU’VE BEEN SENTENCED: DEATH OR DEATHDrOME.™ 

Your one chance for survival and your only hope for freedom. The rules are simple: PLAY OR DIE. 

Enter the arena, the DeathDrome, on a futuristic driving machine in the ultimate battle to 

SAVE your life. EMBARK ON A LETHAL COMBINATION OF OPEN-THROTTLE DRIVING AND HIGH-TECH 

WEAPONRY. Shoot and kill your fellow cons fighting for the same prize to advance to 

THE next arena. ReACH YOUR “KILL QUOTA” AND YOU TASTE FREEDOM. IF YOU DON’T, YOU DIE. 



Experience DeathDrome at www.viacomnewmedia.com Call 800-469-2539 to order. 


: 09e Viaown linernaiionai Irv /Vi RigMs Rc-seivert. Viacom Now DuiiihDrofne arK) ail reiaiofl lilies, legos and ciiafociers are iradorriarks of ViHcom luieiiTatlGiigi Inc. 






• 3 PERSPECTIVES INCLUDING FULL 360° VISIUN. • REAL INTEUIGENCE PROGRAMMEU BY FGRMER U.S. MILITARY SIMULATIGN TEAM. 



• Open envirgnments with unrestricteo 3-0 mdvement. • Vehicle mutign utilizes real world physics for an incredibly realistic experience. 



• Experience deadly arenas like Alcatraz II, Purgatory and The Abyss. • Original soundtrack can be player in an aubio CD player. 



• Single/Multi-Player. Up to 8 players on a LAN. 2 Players oh the PlayStation™game console. 




Play like your life depends on it it does 


PlaySiation s a iraduinaiti ol Sony ConpuleF Enienainmenl, Inc, 


VIACOM 

niUjm£Din„ 


Circle Reader Service if 178 
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ROUNDUP • FICHTINC CANES 


Round 2, Fight! 

Four New Fighting Games Battie For The Crown, 

Whiie Three Others Train For The Next Round 


by Elliott Chin 

r i\'e yciirs ago, a silent and pow'crftil mar- 
tial artist, master of the Shotokiiii school 
of kiiralc, arrived on the sliorcs of the 
United States, claiming to be the best 
fighter in the v\'orld. He w'as as good as 
his word, and more fighters, hearing of 
his prowess, made the joiime}' to his 
fighting ground, hoping to challenge this 
disciplined master and take his mantle 
ofWorld’s Greatest Warrior. 

'Ihat warrior five years ago was Ryu of Ca[)com s 
Strect Figi her 11, the now-classic 2D fighting 
game tlial created the fighting game craze in the 
arcades. Not long after S'fREE'!' FlGi riER II proved 
that there w'as a market for fighters. MicKsays 
Mort-\L KOi\iB.-\[' hit the coin-op world, and turned 
a one-man show' into a head-to-head brawl. Over 
the next two years, numerous fighting games came 
and went, including a dozen iterations of SnU':i'r 
FicmER il, three Mor'IAL. Komba'I’S and a slew of 
copycats, 'nicii, in 1993, a new fighter, with a totalK’ 
new st)’le, stole the thunder from StrJiLT Figi TIER 
ll’s punch; Sega’s ViKiliA FlCKlER. 'Ihis was the first 
3D fighting game, and though it was .still fought 
pretty much in 2D — left to riglit — the characters, 
arena and look of the game were all 3D, Since then, 
several companies have followed Sega’s lead into 
3D, enriching lire battlefield, much to the delight of 
fighting fans ever) "w here. 

While this revolution and one-ujjmanshi]) was 
occurring in the arcades, computer gamers could 
only watch with' envy the combatants duking it out 
for the favor of fighting fans. 'I he PC couldn’t ccjual 
the arcades, or even console machines, in gra|)hics 
power and game controls, which meant that fight- 
ing games, which pushed both envelopas, couldn’t 
be coin'ertcd to the PC. 

Happily, that’s all changing. Today, with Pentium 
processors outmuscling the 32 bit chips on consoles, 
and wth PC gamepads pop]3ing up left and right, 
the dawn of the PC' fighting age has finall)' arrived. 
1^ FiGtriER, and the Mortal Ko.\iMi'and S'ntia:r 
Figi tier ports, were only the beginning. Now we’v'e 
entered Round 2 of this tournament, and four new 
contenders have stejrpcd into the ring. 



Virtua Fighter PC 
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Battle Arena Toshinden 

184 

Rise 2; Resurrection 
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Xenophage; Alien Bloodsport 
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^SNEAK 

L!:PREVIEW 

GAME STILL IN DEVELOPMENT 


Perfect Weapon bv asc Games 

Perfect Weapon isn’t being 
designed as a head-to-head game, 
but rather a soio fighting game 
adventure. The story has you. as a 
speciai forces agent, suddenly spirited 
away to a strange world by an alien 
power. You must explore five worlds, 
battle alien foes and find your way 
back to Earth. 

This game really stretches the defi- 
nition of a fighting game, especially 
since half the game has you exploring 
your surroundings, picking up items 
for ^ur inventory and moving from 
region to region. However, any time 
you encounter an enemy— and this 



► I'LL TAKE YOU BOTH ON PERFECT 
Weapon is a fighting game-adventure 
hybrid, taking you through different 
worids and thrusting you into 
vicious five-on-one 3D combat. 

happens often— the combat will take 
on all the aspects of a fighting game, 
only this time, you’re fighdng up to 
five enemies who coordinate their 
attacks to beat you into the alien 
ground. You have your lifebar and 
your five foes have theirs. You also 
get to execute specific fighting moves, 
a la Tekken, and move around in what 
amounts to an enclosed arena (some- 
times you’re in a valley, other times 
you’re in a dungeon, but you're still 
enclosed). 

Die-hard fighting fans who just 
want to bash heads might be disap- 
pointed, but Perfect Weapon's combat 


ViRTUA Fighter PC 


I liis fighting game wins the 
roundup hands-down: It has 
tlic best graphics and the best 
gaine[}iay by far. VllliUA 
Rci i’ntll PC is actually a port of 
the successful ViKiUA Ficwn-^lt 
Kl'tMlX, a game released a year 
ago for tlic Sega Saturn. VI*' 
ItollXwas an update to the original 
Vlll’im Figi tier, with gameplay 
tweaks and, more importaiitly, 
greatly enhanced graphics. WPG, 
being a port of VF IIemiX, has 
the.se same beautiful graphics, and 
in some cases looks even better 
than the Saturn version. 

VFPC is definitely the best 
looking fighting game for the PC. 
llic characters are composed of 
dozens of texture-map[}ed and 
shaded polygons, making them 
look like real bodies occupying 
space (as opjjosed to the charac- * 
ters in iVDrage’s RJSls 2, which look like 
cardboard cutouts). Unlike the other 
fighters in this roundup, tlie characters in 
VI‘'PC also mos’c fluidly and realistically. 
VNdien /\kira elbows Lau in the back and 
the old man stumbles fonsaird, you'd 
swear these are people fighting. And with 
the textures and graphics cranked to the 
maxinium, the detail in WPC is amazing: 
the creases in Akira’s pants, Sarah’s ponj'- 
tail bobbing u]) and down, the oniate 
stitching on Pais vest. 

/‘\side from the stunning graphics, 
ViiUEiA FiGinEK PC retains all the excel- 
ieifr gameplay of the arcade fighter: Each 
of the eight well-balanced characters has 
a unique and realistic fighting st)'!e, .so 
there are differences, strengths and weak- 
nesses to the fighters. VFPC also has a 
huge batter)’ of .s])eeial moves and multi- 
bit combos. Vir'IDaRghter pioneered 
two other innosations in this port: stomp- 
ing attaclcs, a bonc-cruncliing jump attack 
onto a prone fighter; and “riiig-outs,” vic- 
tories you gain for ejecting an opponent 
from the arena ratlicr than killing him. 

Like tlie venerable STlU-FTPiCTnER 11 
series, Vh’PC has \ ery deep gameplay. 

It is fairly easy to j)iek up, and the graph- 


ics, adjustable difficult)' and well- 
documented special moves make VFPC 
immediately enjoyable. But as you play 
longer, VFPC rewards you w'ith iTumer- 
ous combos, more-advanced special 
moves, vva)'s to break combos, and other 
tw'isls. This depth of gameplay is missing 
from all the otlier games in this roundup. 

Vl'PC also has a variety of game 



SLAM CITY ViRTUA Fighter PC is a perfect port of VF 
Remix, with excellent graphics, great gameplay and cool 
characters that dish out some painful attacks. 

options, The game can be run in low reso- 
lution, w'ithout .shading or texturing and 
play perfectly. You can zoom the camera 
in and out or adiust the angle to see the 
fight from the side or back. 

On the downside, VFPC lacks modem 
or direct-connect support. Wliat is more 
irritating, istliatVR’Cisajxirtoftlie 
three-year-old VF Remk and not ViRTUA 
hteFTlER 2, an even better game w'ith more 
characters, more moves and more-mouth- 
watering graphics. Still, the fact is, VFPC is 
Ike best fighting game for the PC at this 
time. It’s a great jxrrt of a great game, and 
while I’d rather play \P2, ViRTUA FiGFflER 
PC wins this toumament by a knockout 



^APPEAL: Fans of arcade fi 
and tiiose wanting to experience the 
best fighting game on the PC. 
FPROS: Excellent graphics; excellent 
gameplay; well-balanced characters 
with distinct fighting styles. 

►COHS: A port 
if an older game; 
no modem or 
direct-connect 
capabilities. 



Price: S49.95 
System Requirements: 
IBM-compatible 
Pentium 90, 8 MB 
RAM, Windows 95, 
SVGA graphics, 60 MB 
hard drive space. 2x 
CD-ROM drive; sup- 
ports Sound Biaster- 
compatible sound cards 
and most gamepads, 

H of Players: 1-2 
Protection: None (CD 
must be in drive) 
Designer: AM2 
Publisher; Sega 
Entertainment 
Redwood City, CA 
(888) SEGASALES 
Reader Service §: 320 
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Price; S49.99 
System Requiremerrts; 

IBM compatible 486- 
66, 8 MB RAM, 2x CD- 
ROM drive, VGA 
graphics, 5 MB hard 
drive space, DOS 5.0; 
supports Sound 
Blaster-compatible 
sound cards and most 
gamepads. Network 
IPX or NETBIOS, 9600 
Baud modems and 
direct serial link, 
# of Players: 1-2 
Protection: None (CD 
must be in drive except 
for multiplayer game) 
Designer; Digital 
Dialect 

Publisher: Playmates 
Interactive 
La Mirada. CA 
(301)407-1490 
Reader Service d: 321 


• FIGHTING GAMES 

Battle Arena 
Toshinden 


s one of the few 3D figliliiig 
games on the PC,B'';i'n.r, 
AkI';naTosiiindI';n clcfiniloly 
stands out from the crowd. Yet, 
it’s a toss-iip whether flie nice 
panning 3D camera or the 
poorly ])orted graphics is what 
catches your eye first. Make 
no mistake: '1 bis is not )’our l^laystation’s 
TosttiNDEN; it’s worse. 

On the Pla_\'s(alion,Tosii!NDEN' had 
great 3D graphics and nicely textured and 
sliadcd polj'gon fighters. Wliat was really 
ground-breaking in this 
game, though, was the 5D 
aspect. Not only did (he 
game employ a panning 
camera tiiat frequently 
mo\ ed in and out and 
showed different angles in 
3D. but it was the first 
game to allow movement 
along tlie z-axis, albeil 
only in a limited fa.shion. 

You eould dodge left or 
right and then attack from 
the new angle. 

'Hie PC port of 
To.siiiNDEN isn’t as graphicalK’ impressisc 
as the Plaj'station \ersion, and isn’t as g<K)d 
a port as ViifiiiA l'ic:i tn'R PC. 

Tost lINDEN liiis .several graphics modes, 
from a low' 240x120 resolubon to a 
640x480 bi-re's inode. Aid you can turn 
shading, textures and backgrounds on or 
off. In hi-res mode with all the featiire.s 
lumed on, Tosi IlNI^IsN actually looks pret- 
ty good and mos es fairiy quick!)'. But its 
graphics sh'll aren’t as detailed or clean as 
Vl'PC’s, and defiiiitel)’ aren’t as good as the 
Playstation version’s, l-lowcvcr, the nice 312) 
camera and 3D movement are still here, so 
the game's \isiially fluid and exciting. 

Nothing in tlie graphics, though, eould 
hide Toshinden’s mediocre gameplay. 

It’s extremely stmightforward, and your 
first iioiir with the game w-ill be the same 
as your last. On the one hand, this is a 
plus, because I’O.S) iiNi^EN is \’er)' respon- 


sive and eas)' to play (tlie special moves 
listed ill the manual also help). Plowever, 
beyond that, there arc no tough combos 
to learn, no eomplicalccl special moves 
(except for one desperalion mo\'e [ler 
character), no new ways to attack and 
defeiicl. 'Ihe characters also aren’t very' 
balanced or compelling, h’ov example, 
given gamers of equal skill, I'lllis (much 
faster than the other characters) w-ill win 
nearly every match. In short: Tost llN- 
DEN’s gameplay isn’t anywhere near as 
fun or rewarding as \4nY2’s. 


Wliat T (XSi liNDEN docs bc.st is multi- 
player games: It supports direct connect, 
inodcin and network play, and only 
requires one CD for a two-player match. 

On the PC.ToshindI'LN comes across 
as a beginner's game, its grajiliics and 3D 
will draw gamers in, but Ihe |)oor gameplay 
will lease them spoiling for a (better) fight. 


^APPEAL: Fans of the Playstation 
game or those wanting an easy intro- 
duction to fighting games. 

VPROS: Great multiplayer options 
and 3D camera and movement. 
►CONS: Shallow 
gameplay; char- 
acters aren’t well 
balanced; graph- 
ics aren’t up to 
Playstation or 
even VFPC 
standards. 
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SNEAK 
^SPREVIEW 

GAME STILL IN DEVEU3PMENT 


is fundamental, 3D fighting and 
should be a very nice diversion for 
action fans who want a little adven- 
ture with their fisticuffs. Look for this 
title to in late 1996 or early 1997. 


Iron & Blood by Take 2 and Acclaim 

Unlike Perfect Weapon, Take 2’s 
Iron & Blood maintains the arena 
fighting style, but adds several twists 
in between bouts to bring something 
very new to the genre. Iron & Blood 
is set in the AD&D Ravenloft universe, 
so those familiar with Dungeons & 
Dragons will recognize the gargoyles 
and undead offered for play. There 
are 16 fighters in total to choose 
from, composed of beautiful texture- 
mapped and gouraud-shaded poly- 
gons. Each of the characters will have 
diffferent attacks depending on their 
race (armed undead might attack with 
magic swords, mages will attack with 
spells), and players will also be able 
to acquire artifacts during the game 
to complement their attacks. Your 
character will also gain levels as he 
progresses from bout to bout, and 



^ THERE CAN BE ONLY ONE IRON & 
Blood will certainly live up to its 
name; this AD&D fighting game will 
have a plethora of nasty beasts. 


thus grow more powerful. You’ll also 
be able to save your characters and 
load them up again for future play. 

All these features and the dark and 
magical setting of AD&D Ravenloft 
will definitely draw gamers. And if the 
gameplay is as good as Take 2 
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Price; S49.99 
System 
Requirementsi'IBM 
compatible 486-33, 
4MB RAM (8 MB for 
SVGA mode), VGA 
graphics, 2X CD-ROM 
drive, 3 MB hard drive 
space, DOS 5.0 or 
Windows 95; supports 
Gravis GrIP and most 
major sound cards. 
ti of Players: 1-2 
Protection; None (CD 
must be in drive) 
Designer: Mirage 
Studios 
Publisher: Acclaim 
Glen Gove, NY 
(516) 656-5000 
Reader Service §: 322 


Rise 2: 
Resurrection 


^SNEAK 

L^PREVIEW 

GAME STILL IN DEVELOPMENT 


lie original RISE OE’11 IE ROBOIS 
u-as a stunning piece of SVGA 
artwork. Yet, for all the glitz, the 
ganieplay was sorely lacking: few 
characters to choose from, 
moves that w'erc hard to e.\c- 
cnle, very' limited .special moves, 
and an ov erall alienee of depth, 
diiking heed of the criticLsms, Mirage has 
returned with a sequel, I^st; 2: [^•:suit- 
ItivCIION, that fixes some of the old jjrob- 
lems but creates some new ones. 


'Ihc graphics are still .stunning in Rise 
2, and the characters look crisp and 
detailed, right down to the metal wires 
.snaking ihrongli their annor-plalcd .skins. 
Nice details, .such as electricity running 
over a robot's body as it gets hit and 
injured, also add to the visual ajrpeal of 
the game. 1 1 also supports the Gravis 
GrI P, but doesn’t have any modem or 
direct connect capabilities. 

'lliis time around, yon have many 
robots to choose from: 18 are immediately 
selectable, and 4 more are hidden aw ay, 
for a total of 22 characters. Yet many of 
the mirots jiust seem to be clones of others 
and don’t bring anything new to the 
game. In fact, the sheer number of eliar- 
acters makes solo play a pain, since you 
have to battle all 18 robots before you can 
face the supervisor. Most fighting games 
don’t make you fight more than 8 or 10 
characters before they throw the boss at 


you (even if tlicy allow more than that in 
head-t(^head play). Anything more gets 
tedious, especially when Robot 14 looks 
and acts su,spicion.sly like Robot 1. 

'I he robots in IhSE 2 also have many 
new moves, including spectacular finish- 
ing moves, as in MOR'i:'\L KOMllVT, which 
is great. Unfortunately, Mirage doesn’t tell 
you how to execute them. Ihe manual 
lists a paltiy two mov'es jjcr character. I 
don’t mind having to find some moves — 
that’s jrart of the fun of a figliting game — 
but 1 would have liked to 
have been s)3ottcd a few 
more than two. 

Ihe special moves are 
still a bit difficult to time 
and execute, I w ould have 
a]3prcdatcd more leeway 
with timing so I could exe- 
cute more moves more 
often. Also, the game still 
seems shallow'; what you 
see is what you get. Good 
fighting g;imc“s, like VlRR'A 
IhCI TIER, reward y ou for 
playing longer, with new combos, different 
w'ays to attack and different styles of fight- 
ing for each character. 

RiSl'. 2 doesn’t seem like it has any 
secrets to reveal, and even if it did, with the 
tedious solo play, the difficult action and 
the hidden mov'cs, you probalriy' woi ildn’t 
want to hang around to find out. 


^APPEAL: Fans of the original Rise 
OF THE Robots; those looking (or a 
pretty fighting game. 

^PROS: Nice SVGA graphics; lots of 
characters to choose from; a free CD 
carrying case. 

►CONS: Too 
many characters 
to fight in solo 
play; gameplay is 
shallow; moves 
are hard to exe- 
cute; most spe- 
cial moves are 
left unmentioned. 


claims, we couid have a sieeper fight- 
ing hit on our hands. Acciaim hopes 
to have Iron & Blood ready by the 
end of the year 

Die By The Sword bv interplay 

Interplay is also venturing into 
the medieval realms with Die By The 
Sword, a fighting game with a 
plethora of fantastic creatures— 
knights, kobolds, goblins and ogres— 
all wielding ancient weapons in hand- 
to-hand melees in enormous arenas. 

DBTS is a 3D polygon fighter, but its 
3D movement is much more fluid than 
Toshinden’s. It will take some getting 
used to, but you really can fight in all 
three dimensions in this game. It won’t 
come with that many special moves, 
as Interplay expects gamers to create 
their own. Basically, the game will 
allow you to construct your own 
moves (such as a forward rush fol- 



lowed by a trip attack and then an 
uppercut) by stringing together a few 
keys and then saving this configura- 
tion, When you enter battle, you can 
simply press that key. and your combo 
or special move will be executed. 

The arenas are truly huge, and you 
sometimes fight in rolling hills or cas- 
hes that cover several screens. As in 
PERrecT Weapon, you sometimes take 
on more than one opponent at once 
(kobolds come by the dozen). Die By 
The Sword should be out in early 1997. 







And you I’houghiiyQMr 
cQ|Q|nufe was tell. 


Download the Shareware: 
www-mindscapG-cotn 
Or see your retailer- 




NECROOOME"' is feal-Hme, 3D, 
futuristic motorized mayhem. Drive 
a powerful, armored vehicle bristling 
with mega-weapons. Win or die in 
3D extremely daunting arenas: 

Cooperative play lets Iwo 
players man a single vehicle — 
one can drive and the other can 
blast anything that movesi If your 
ride gets thrashed, don’t give up 
— run lor yoiJr life, commandeer 
another vehicle or continue the 
battle on footl 


Head-to-head and cooperative 
play via modem and network: has 
never been easier. Boot up, log ori 
and head out lor more guf wrench- 
ing action than you can handlel 


NECRODOME. 

The Drive to Survive. 


?Wiiidow$S 9S arid :! 
PlaySiatid^lo-ROtVI 

.KVaDPHIfllf ^ ' • M»TI 


©1996 Mindscape. Inc. All riglila reserveil. MIndseape is n leglsteied traitemark and Us logo and Ne»odome ate Irademarks of MIndscape. Ine. Windows Is a Irademark ol Microsofi Corporation. PlayStation 
and the PlayStation logos are Irademarks ol Sony Compuler Enlertalnment, Inc. All oilier trademarks are the properly ol their respective holders. Call 1-80Q.771-3772 (or inlormation on Game Ratings. 
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ACTION 


ROUNDUP • FIGHTING GAMES 


In Control 


F ighting games simply cannot be 
played on a keyboard, at least, not 
well. To truly get the feel of an 
arcade fighter, yon need to play 
the game with a gamepad. Short 
of tire areade fighting joystick, 
nothiirg feels as good as a nice meaty 
gamepad in your grip. Here are tliree 
that yon can find, or will soon find, on 
the store shelves. No gamepad is good, 
though, unless the fighting game you’re 
playing supports it. Check with the 
game or game]rad manufacturer for 
compatibility before yon tiy' it. 



GRAVIS GRIP 

'lire Grip is an excellent gamepad; it 
looks and feels like Sega’s japanese Saturn 
pad. It fiLs nicely into your hands, though 


may be a bit small for gamers 
w'ith large mitts. The sLx riglit- 
side buttons and tire left-right 
buttoirs on top are perfcctlj' 
placed, and the sticky direc- 
tion pad in particular is nice (it 
has small indents for the diag- 
onal directions, making diago- 
nal movement easier). Best of 
all, yon can ping np to four 
gamepads into a CrlP mnlti- 
[)ort, which plugs into the jo)'^- 
stick port in your sound card. 
The Grip Kightiirg Machine package is 
ideal for fightiitg games since it includes 
tw'o gamepads (and a bundled game}. 

Grade: A 



Gamepad 

Company 

Price 

Phone Number 

Grip 

Gravis 

$119.95 

(800) 663-8558 I 

Sidewinder 

Microsoft 

$ 39.00 

(800) 426-9400 ; 

Blasler Pad 

Creative Labs 

$ 29.95 

(800) 998-1000 


MICROSOFT SIDEWINDER GAMEPAD 

The Sidewinder Gamepad looks like a 
l’la>'station/Nintendo 64 gamepad 
hybrid, with rivo sticks like the Playstation 
pad for a firm grip. The 11 buttons are all 
easy to reach, and the direction pad is 





FIGHTING GAMES • ROUNDUP 


nice; like the GrIP, il has indents for the diagonal directions. ’Ihis 
gamepad has the most comfortable grip of this lot. I lowcvcr, when 
trviiig circular ino\enicnt.s, .such as one fluid motion from douir to 
dowTt/forw ard to fonvard, the rising cardinal biiiiip on the ])ad some- 
times gets in the way. Agrcat feature, though, is that \'ou can dais\'- 
chain up to four Sidewinder gamepads \'ia a port at the back of the 
gamepad. 'Iliis worked perfectly for VlR'R'A h’lCI riTlIl PC, with one 
gamepad connected to the computer and another gamepad con- 
nected to tlie first. Both responded fine and felt ver)' comfortable. 
Tlie Sidewinder gamepad will be out in late October. GrsdS t A- 




CREAHVE LABS BLASTER GAMEPAD 

'!he Blaster Gamepad is also a nice gamepad and has 
a .switch so it can function as eitlier a gamepad or joy- 
stick. As a fighting gamepad, it’s not bad, tliough ib design 
Isn’t as comforting as tlic CrlP's or Sidewinder’s. StiU. it 
has a load of programmable buttons (six on tlic right, a 
sclect-and-start button in front, and two left-right buttons 
on to[)). It might be a bit big for smaller hands, but ne\ cr- 
thcless functions quite nicely. One plus is that it supports 
BArn.f';ARi':N,\TosiiiNr)i';N, a game that needs all those 

buttons. Grads: B 



Comparing the new SpaceOrb^^ 360 
RealUfe 3/?™tonlroller to the joystick, 
keyboard or mouse is like comparing 
on arthritic old geezer to on Olympic 
athlete. The unique Omni-directional 
PowerSensor^ball is the key. It prac- 
tically translates your brain waves into 
on-screen motion. Push, pull and twist 
it to get fluid 360° motion in any 
and every direction for otherwise 
impossible combo moves. Use it to 
ploy Duke Nukem™ Descent™ and 
Doom™ You will be stunned at 
what a technological leap this is. 
Even more stunned when you see 
the leap in your scores. Check out 
the Spacetec GomeMosters site at 
www.spacetec.com for tricks and 
tips from the world's best gomers. 

meteciunc 

Asrealasyowovmlik. 


an entirely new way to move in 3D: tlie SpaceOrb 360 
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REVIEW • CYLINDRIX 






Lost In Space 


Goldtree’s Sci-Fi Shooting Gaiicfy Races Toward Obiivion 


by Mark Clarkson 


► stumbling blocks Cylindrix has some interesting features, like commandable wing- 
men, but the flat-colored polygons and dated graphics aren't very compelling. 


once you do. If \’Oiir .shields arc depleted 
from eiiemv fire, the energ\' square will 
replenish them. 

'Iliere are 10 cylindrical arenas, each 
orbiting the home world of a different 
race. Tlie cylinders’ interiors, although 
the same in dimension, arc furnished, 
decorated and lit differently. 'Ilie physics 
governing your ship’s mos'cment— 
acceleration, speed, etc. —change fnan 
c)'lindcr to cylinder, as do the op|)onenls 
}ou’ll face. Kach race disiilajs different 
characlerislies in a fight, but once past 
the team-oriented Sentries and the pen- 
sive l3ok, the role of your opponcnls is a 
lilany of anger. 


inconiprehensihility. Most damning, I 
found the ships prett)’ hard to control, 
especially in flying mode; tiicy handle 
more like blimps than fighters. 

1 experienced weird video problems 
ninning the game under Windows 95, 
hut it ran flawlc.s,sly in DOS. Tliat’s 
good, because the technical documen- 
tation in the RrADMk’ file is peppered 
not with helpful advice but with annov'- 
ingly flippant jokes. 

CVLINDItlX does have 11^ network 
and modem ]alay, which is a saving 
grace for almost any game. But even 
hcad-lo-hcad, I just didn’t find the game 
much fun to play. S; 


BEEN THERE, DONE THAT 

CvLlNDtUx’s graphics are verj', v'ciy' 
basic, '^llie pylons are boxes. 'I he .sliips 
arc wedges, or boxes, or boxes with 
wedges stuck onto them, hlxplosions arc 
spheres, whieh shatter into large trian- 
gles. Tire cylinder’s inner surface is a 
grid. Ihe colors look like Ihev’rc limited 
to a paltry four or five shades, and the 
sound is even le.ss a])pcaling. 'Ihc com- 
puter’s voice has been altered lo make it 
seem more machine-like, but in the 
proce.ss, it's been blurred into near-total 


^APPEAL: Fans of fast-paced, first- 
person action games who’re looking 
for a little strategy on the side. 
kPROS: Some additions to the stan- 
dard shoot-’em-up fare, including 
pylons to capture and wingmen to 
command. 

►COHS: Clrca- 
1990 graphics, 
fuzzy sound, and 
once you’ve seen 
one cylinder, you’ve 
seen ’em all. 


T he trend in todays 3D 

action shooters is to com- 
bine sexy graphics and hi-fi 
CD sound with mediocre 
gameplay, but CvLINDllLX is 
bucking this trend by mak- 
ing the entire game— 
gameplay, sound and 
graphics — mediocre. 
(hi.iNDitix, a first-person 
shooter with a science-fiction theme, 
has a lypica! story; You're just chillin’ in 
front of the 'IV when a god-like being 
from the stars whisks you into outer 
qjace where you’re forced to battle 
other beings, slav'es like v ourself, inside 
giant orbiting evlinders. Win your way 
through to the end, and this Power just 
might return you to your couch in time 
for lhcX-/'7/es. 


SHOOT 'EM DOWN 

'Ihe combat in QLiNDRiX at least 
isn’t fisticuffs; it’s all done from fighter 
ships that can zip along the ground, 
clinging to the inner surface of the cylin- 
der, or take to the air. Each ship has 
three weapons: lasers, missiles and a spe- 
cial weai)on such as the abilit)' to cloak 
itself or repel enemy missiles. ’’Ihe rules 
are simple; Use ihe radar on your MUD 
lo seek out the enemy and destroy him. 
You even have a couple of w'ingmen 
along to hd[). You can give them simple 
orders like Attack, Caplure Pylons, or 
Defend Base, and thc)'’ll cany' them out, 
unattended. 

Besides the battling ships, cvlindcr 
fumushings are limited to .some pylons, 
tw'o bases and an cnerg)’ square. Run 
into the pylons and they a.ssume your 
team color. 'Ihe more pylons your team 
possesses, the more power is available to 
your weapons. If the enemy takes out 
vour base, you lose your radar and 
weapons targeting, making it very' hard 
to find the bad guy's or destroy tliem 


Price: $29 (mail-order 
or Internet) 
System 
Requirements; IBM- 
compatible 486-66, 8 
MB RAM, 2x CD-ROM 
Drive, 10 MB hard 
drive space, VGA 
graphics; supports 
Sound Blaster-compat- 
ible sound cards 
§ of Players: 1-6 
Protection: None 
Designer: Hot Warez 
Publisher: Goldtree 
Enterprises 
Metairie, LA 
(800) 746-3772 
Reader Service #: 324 
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.reJtfjg[utionarv game design, it may indeed knock fighting fans into another 
■ universe of apocalyptic action." — Strategy Plus 


By far, the largest, most 
detailed foes ever seen^n a 
fighting game. Up to 3^4 of 
the screen’s height. / 
Innovative screen panningt 
zooming, real-time seeing, 
shadows, and special . 
Interactive, animateck andi 
detailed backgrounds,that 
oh:en hide special dangers/ 

8 characters, 2 championkK 
and a nasty surprise. " Am 
Special moves, combosi 
resurrections, & humiiicDon^ 
Blood sucking, claw stasis 
ing, tail whipping, karate 
kicking, fist ramming, body 
slamming, blood spurting 
action — need we say more? 



— Developed by Argo Games 

'U£'/7 Publislied by Apogee Software. Lxd. 

INCORPORATED Distributed by RjrmGen 



Software Creations Wob BBS [http://www.swcfab5.com] 
WWW Site [http://www.apogee1 .com) 
as [Go APOGEE) AOL [Keyword APOGEE] 
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REVIEW • FIRE FIGHT 




Price: S39.95 
System 
Requirements: IBM- 
compatible Pentium-60 
(P90 recommended), 
8 MB RAM, SVGA 
graphics, 2x CD-ROM 
drive, Windows 95, 
mouse, Win 95-com- 
patibie sound card, 
# of Players: 1 {2-8 in 
modem or net play) 
Protection: None {CD 
must be in drive) 
Developer: Chaos 
Works and Epic 
Megagames 
Publisher: Electronic 
Arts 

San Mateo, CA 
{415) 571-7171 
Reader Service ff: 325 


Flaming Fighters 

E/i's Flashy Arcade Shooter Is Entertaining, At A Price 

by Paul C. Schuytema 



^APPEAL: Arcade shooter junkies or 
those who want yet another game to 
play on the office LAN. 

^PROS: Great graphics and no- 
nonsense game- 
play. 


►CONS: Slow 
gamespeed, and 
the action isn’t 
anything new. 


I n a far-flung system that knows 
iiolliinghut war, it is up to you, as 
an agent of flic Piiaiitom Coun- 
cil. to u[)holcl peace. Stra[)ped 
into ihe deadly Jagger, Orion- 
’ lech’s ultimate surface fighting 
vehicle, and an nedwilh nothing 
niorelhan a collection of 
weapons and some skelchy 
orders, you must lake to the air 
and destroy, destroy, destroy'. 


f BURN ZONE As a pure arcade game. Fire Fight holds up pretty well. The missions are challenging, the 
interface easy to grasp, and the controls a breeze to liandle. 


TWO STEPS FORWARD, 

ONE STEP BACK 

At its licart, F.lecironic Arts’ FlKK 
Ficiri' is a shooter, much like the 
arcade classic /axXON or Sega's inven- 
tive Genesis cartridge l lr.ltzoc ZwF.i. 
While the sexy SVGA graphics are 
pretty, the game boils dovMi to navigat- 
ing your ship through a 20 map, 
snatching u]) or destroying the mission 
objectives and blasting any enemies in 
your path. 'Ihcre arc power-ups that 
make \'on live longer and fight better, 
and the weaponry' on the Jagger is var- 
ied, though ])arl of the fun is discover- 


ing what weapons work best in which 
situations. 

k'liti': Fici rr is a good arcade game, but 
the .scale of the skewed 3D slew is a little too 
large for my liking. Winning at tliis ty]x- of 
game re(|uire.s the abilil)’ to antidjiatc danger, 
and while l''ll<l';l''iciri'docspro\'idcyoiiwilh 
mdimcntaiy threat radar, it’s often inacctirale. 
At times, enemies and missile tossers a|)]ie, li- 
on the screen and lx;gin to fire at you IxToie 
)i>u have enoiigli time to react. 


CHOPPIN' THROUGH WIN 95 

’ [ he graphics are the game's .stmng 
point. ' I he worlds of the four planets, 
from rain forests to glaciers, are .suni|3tu- 
ous in 25fK'olor SVGA. Each level is 
packed with imageiy, but it’s never .so clut- 
tered or complex that it requires a lot of 
time to figure out which wav to go. 

UnforlnnatcTy, there is a price for all 
the liKsh .scenery; perfonnancc-Tlie game 
took so long to load from the aiiloplay 
prompt that iny .screen sas'er kicked in. 
Once in the game, the animation suffered 
from constant ehoppincss, even on my 
P]33williir)MBofRAM.nieierky ' 


mosement \i'as es]3eeial]\' botliersome 
when trying to dodge and counterallack 
at llie .same time-precise aiming was 
almost impossible. 

Multiplayer action is .solid and pre- 
dictable. I was disappointed by the 
DeathiVlatch-slylc mode, hut the base- 
building game is challenging and enter- 
taining. 'llie idea is to gather bricks to 
build y our own base planctsidc while 
slojiping your opponents from doing the 
same. This extra layer of 
activity makes it a very' 
fun and frenzied game. 
Tlie best [lart of the mul- 
tiplayer action isn't the 
play itself, hut the fact 
that you get two CDs 
and K\'o manuals, mean- 
ing you can draft a \sill- 
ing victim for head-to- 
head action right out of 
the box. 

PHtF.FiGiriisafun 
game, but it’s certainly 
not revolutionary'. It does 
what it sets out to do 
fairly well, with the 
exception of tlie sluggish 
perfonuance.'lhc bot- 
tom lincPifyou’vcgota 
few minutes to .spare on 
your coffee break, then FiKi' FlCi n; with 
its pretty graphics and Rin gameplay, 
would be a good diversion. % 
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Use your brains and shotgun blasts to shatter the 
spell that has kept the island in a horrific limbo. 


Afraid? Don't be. Visit your favorite retail haunt or to order 
direct, dial 1-800-336-3505, or summon us on the Web: wvvw.3DO.com 
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REVIEW • DEATHKEEP 





Price: S49.99 
System 
Requirements; IBM- 
compatible 486-66 
(Pentium recom- 
mended), 8 MB RAM, 
2x CD-ROM drive, 
3 MB hard drive 
space, t MB video 
RAM (Windows display 
accelerator recom- 
mended), mouse: 
requires Windows- 
compatible sound 
card. 

Protection: None (CD 
must be in drive) 
Designer; Lion 
Entertainment, Inc, 
Publisher: Strategic 
Simulations, Inc, 
Sunnyvaie, CA 
(408) 737-6800 
Reader Service M: 326 


Doomed 

Role-playing 

The Collision Of Action And Role-playing In Deathkeep Is fatal 


by Petra Schlunk 

I n SSI’s Dm-] 

mlc-|)l,iyiiigaiKl action 
meet in a manner remi- 
niscent ofa matter- 
antimatter collision-an 
a\p!o.sivc reaction that 
lca\'es absolutely noth- 
ing of the hvo ingredi- 
ents beliind. 

In the game’s .story, 
you must slop an evil necro- 
mancer from becoming horribly 
powerful. Becairse DlLVn itelilP 
is .set in an AI^&D world, one 
would expect the game to feature 
certain requisite role-pla)ing ele- 
ments. Aside from the fact that 
the characters, monsters and weapoi is are 
standard AD&'D fare, you'd as,sumc that 
levels increa.se w'ith experience, and that 
the game world is com|oo.sc(I of dungeons 
that must be c.\]3lorcd thoroiighl)'. 
Unfortunately, there’s little of that real 
rolc-plc^ying material here. 

'Iliis real-time, first-person |)ers[)ective 
game actually has features in common 
wilh popular action game.s.To leave 
almost every one of the nearly 20 dui i- 
gcons in Di'Aii lKl'.!':p, even those with 
multi]Dle levels, you have to find several 
kej's that unlock doors leading to the 
ap[)mpriale exit, a la the classics Dicsci xr 
and Doom. '1 here are also some mon- 
sters in the dungeons, but they are fairly 
ea.sy' to defeat, even in the final battle, and 
not very scary. In other words, despite the 
push tow'ard action, you’re not going to 
gel an adrenaline nish playing this game. 

TOYS FOR THE TAKING 

Basically, Di’tAii iKia^P is a long dun- 
geon cakewalk. \Mlh lots of le\’els to 



GHOST IN THE MACHINE Like this transparent wraith, DeatuKeep 
is only a wisp of a game. Not quite action and not quite RPG, it 
won't satisfy either gaming crowd. 


explore, all sorts of secret doors, traps, 
jumping puzzles, and ridiculous 
amounts of treasure to find, expect to be 
kcpl bu,sy (though not nece.ssariiy 
amused) while plasing. 'lire treasures 
include enough food, potions, scrolls, 
w eapons, amior, and miscellaneous 
magical and mundane items to keep 
your character w ell equipped (almost 
loo well ecjuipped) for the challenges 
ahead. 

Tire lab)Tinthine, multiple- level dun- 
geons can be confusing to traverse, a 
situation that is ameliorated by a pretty 
fair automapping s}’stcm. The automap 
can be set to display all the locations your 
character has seen or phs'sicalh’ traveled 
through in the couise of the game.'niis 
latter feature is verj' helpful in .several of 
Dlvvn iKI':I':p’s mazes, 'lire game’s inter- 
face is fairly easy to use after only a few’ 
minutes of play. Best of all, there are 
many saved game slots — handy for some 
complex I'umping .sequences reminiscent 
of those in Ragxn. 


LOWERING THE 
STANDARDS? 

DIvM'I iKkit is an exjdo- 
ration game wilh a veneer of 
storv'; a shadow' of role-play- 
ing thanks to the /\D&-D 
monsters, items and charac- 
ters; and a mirage of action 
due to its real-time nature. 

Its graphics, sound effects 
and music are fair, neither 
adding to nor detracting 
from the game, although tlie 
movement slowdowns that 
occur can make Dka'I I t- 
Kia:!' frustrating to play. Tliis 
game is unlikely to .satisfy 
either role-playing nr action 
fans: It doesn’t have enough role-playing 
elements for the former, and its pace is 
far too leisurely for the latter. Given thc.se 
caveats, DiAT'l iKkI',!’ might, at best, pro- 
side a mildfy cnjo)'ablc diversion w-hile 
you’re w'aiting for this season’s better 
games to relca,sed. But then ; igain,that 
w ould be like feeding a slaving dog a nib- 
ber bone, w'ouldii’l it?% 

KaPKAL: DeathKeep is for role-play- 
ers who secretly crave some action or 
for people who find traditional action 
games a little too challenging. 
kPROS: Numerous complex dungeons 
and loads of treasure for explorers 
and treasure-grabbers. 

^ONS: Despite its apparent cross- 
genre appeal, there are insufficient 


role-playing i 
and not enough 
excitement for 
most action fans. 
The glitchy move- 
ment system some- 
times slows move- 
ment to a crawl. 


s for role-players 
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Price: To be 
announced 
System 
Requirements: IBM- 
compatible 486-66, 16 
MB RAM, SVGA 
graphics, 4x CD-ROM 
drive, 24 MB hard 
drive space, DOS 5.0, 
16-bit sound card; 
supports IPX network. 

# of Players: 1-2 
Protection: None (CD 
must be in drive) 
Designer: Argos 
Publisher: FormGen 
Scottsdale, AZ 
(888) 367-6436 
Reader Service d: 323 


Xenophage: 

Alien Bloodsport 


pogucliastiirowii its 
hat ink) llic arena with a 
ncvv2Dfigiilinggaine, 
Xl'lNOl’l UCat, ll lias detiiilcd 
SVC)Agra])iiics tliat look 
30 rendered, but (he game 
real!)’ is a side-scrolling 2D 
game. 'Mints not ncccs.saril\' 
bad if you’ve got the gaine- 
piay ofS'iRm'FiciriidUl, 
l)ut in a game like Xl’-NOPI lAGk. it certainlv' 
doesn’t hclp- 

'Mie stoi}’ here is tliat reprc.scntati\es 
from se\ eral alien niees, including humans, 
iia\'e been .spirited a\\'a\' b)' powerful alien 
gods.^riiese aliens miisl fight to llie death in 
a bloody tournament for the amusement of 
these |iowerfiil o\ erscers: Hie winner gels 
to live another day; the loser forfeits the life 
ofhis entire race. 

Hvo tilings will hit \ ou the first time you 
fire up this game; 'I he characters are, to say 
the least, lame, and the blood and gore in 
this title are excessive, ’ I here arc some prettv’ 
weird-looking aliens duking it out here, and 
the liumans don’t irxjk at ail like tlicy’rc 
rcadv to fight — the lone human female 
figliLs in a skirt and hlou.se. 1 XKik at \T'TC; 
real women don't trade blows in office garb. 
Still, the characters, no matter how- strange, 
arc nicely rendered in beautiful SVG/\ 
gra[)hies. Of eoursc, since cseiy other fight- 
ing game in tliis n)undu]) is either in sTun- 
ning S\'GA or ama/ing 3D |X)lygons, being 
prettx’ really isn’t much of a disfinction an\-- 


more. Wdiat is better tliough, i,s that the 
charactcR aie large and detailed, taking up 
a large portion of tlic screen. 

Worse than the silly characters arc their 
fighting sl\-le.s. In \1-'PC, characters look like 
thc\’’rc realH' fighting; tlicv- eni|)lo\’ real fight- 



► TAKE THAT XENOPHAGE has some implau- 
sible characters (would you tight in high 
heels and a skirt?) that don't know how 
to fight, but plenty of blood, 

ing slyle.s. and wiien tliey punch, they tlirow 
their bexiies into it. In XtiNOPl ivcas, tlic 
human characters look like they don’t know' 
how to fight. Selena’s front kick is an e.xam- 
plc of such ineptitude. She throw s out her 
leg, with her amis hanging limply b\' her 
side. '(hat’s not how von fight. What ha[> 
pened to keeping your anus n[) for protec- 
tion or following through with your kick? 

As far as the blood and guts go, this game 
sjicws them out in torrents. P'A'cn simple 
slashes from an alien creature ,s[)ill buckets of 
blood. Major comixis color the entire floor 
crimson. ihrt]ieMoi^i;'\].KoMB,Merowd, 
tiiis is great, but ifvou find ail the gore 


distasteful, among the numerous options 
Apogee [jrovidcs is one for tweaking the 
level of gore, nicrcifiilly. 

XiiNOli l/NGli’s gameplay isn’t exactly 
great; compared to tlie amount of time evi- 
dently put into graphics and blood)- details, 
the actual gamepla)' seems to have been 
overlooked. Sure, you have tlie usual 
assortment of .special moves, different char- 
acters to Icani, combos and ending moves 
reminiscent of the Morial K0Mi5.M' fatali- 
ties and animalities. Yet, undcmeatli all 
tliat, you won’t find much that distin- 
guishes Xt'lNGI’H/XGF, from otlier fighting 
games. Only the outwand .shell does that; 
inside, you have characters that aren’t dif- 
ferent enough or well-balanced enough to 
make )'ou w'iiiit to tiy' out each character, 
and much of the fighting seems to be too 
much like MOKi;-\L KOME’Vi; In tlie end. 
you have a figliling game that play's more 
like lli-SE 2 than ViRiDA FiGi m-R PC. % 


^APPEAL: Fighting fans tired of 
Mortal Kombat who aren’t afraid to 
play with lots of blood and weird 
characters. 

^PROS: Nice, big, detailed charac- 
ters; lots of bloo ' 

(if you like that 
sort of thing). 

^CONS: Lame 
characters; 
mediocre game- 
play; just anothe 
MK ripoff. 





Here's how the most important fighting games stack up on the PC. 


Game 

Company 2D or 3D 

Gameplay 

Grade 

Comments 

Virlua Fighter PC 

Sega 

30 

Deep 

A- 

First 3D fighter; best fighter on PC 

Mortal Kombat 3 

GT interactive 

2D 

Medium 

B- 

The original bloody 2D lighter 

FX Fighter 

GTE Entertainment 

3D 

Shallow 

B- 

First 3D fighter on the PC 

Primal Rage 

•Time Warner 

2D 

Shallow 

C-l- 

Dinosaurs and giant apes awash in blood 

Battle Beast 

7th Level 

2D 

Shallow 

C 

Cute robots fighting in story mode 

Super Street Fighter II 

Capcom 

20 

Deep 

C 

A bad port of the great classic 

Toshinden 

Playmates 

3D 

Shallow 

C- 

Nice 3D, bad gameplay 

Xenophage 

Apogee/FormGen 

2D 

Shallow 

c- 

Lame fighters; lots of blood 

Rise 2: Resurrection 

Acclaim 

2D 

Shallow 

D 

Pretty robots duking it out 
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If I Only Had 
A Brain 


Puzzle Games Should Be More fun Than The SAT 


B 


ack in school, j)eo- 
plc thought 1 was 
craz)' when ! told 
them 1 enjoj'cd 
taking the S/\T. 
And when I told 
them that the rea- 
son I didn’t like the 
GRI'i as much was 
that the logic puz- 
zles in ils “analytical” section were loo 
easy, they usually tried to strangle me. But 
how could it be otherwise for someone 
reared on Caines magazine, the puzzle 
column in Omni, and Martin Gardner’s 
mathematical conundra? 

I ha\ e long suspected that one [>robicm 
with IQ and scholastic aptitude tesLs is that 
thc\' unfairly fa\ or ]3eople who, because 
they lias'c a taste for puzzles, spend long 
hours in their childhood figuring out what 
number comes next in a certain scries, 
which of sc\’eral shapes doesn’t fit 
with the otlicrs, and in light of a set 
of arcane relationships, which 


boat— red, orange, yellow, green, and 
blue — Ls ossned b)’ Aitlmr. Bill, CJaiol, 
Dawn, and Edward. A jjerson who has 
experience answering a certain l\])e of 
question will sureK' do lx;tler ansAS'cring that 
hijc of question when it appears on a test 
than one who doesn’t. Unles,s )'ou argue 
that a taste for puzzles correlates with intelli- 
gence (possible, though 1 .seriously 
doubt it), this doesn’t say an^ihing 
about tlie person’s innate intelli- 
gence. \Vliat it does say is that if 
)'c>u w'ant your kids to do better on 
their tests you might want to get 
them started soKing puzzles, if not 
actualK’ taking simulated IQ tc“sts, 
carlv. 



STOP MENTAL 
ATROPHY NOW! 

Some recent com])uter 
games give you a chance to do 
both. One of them, 
Simon & Schuster 



MENSA TRAINING From dizzy dice to word prob- 
iems to 3D spatial manipulations, Brainstorm! offers 
more iQ tests than enloyable stimulation. 




I I t's official: You Don’t 
Know Jack It, the 
sequel to the winner 
of C6l4^s best puz- 
zle/classic game award 
for 1995, will be released 
by Berkeley Systems this 
fall— more questions, 
more irreverence. Need 
we say more? 

►The old Hong Kong 
Mahjong Pro has been 
revamped by the original 
designer for Windows. We 
were pretty impressed 
with what we saw— expect 
the full story next issue. 



Intcractivc’s BiuiNS'lUiiMl, 


►For now, Chessmaster 5000 
rules the pawn-pushing 
roost. Sierra, however plans 
to challenge its supremacy 
with Power Chess, No real 
date has been confirmed on 
its release, we'll let you 
know as Sierra’s opening 
repertoire shows itself. 

►In other Chess news, by 
the time you read this, 

Corel Chess (yes, Corel) will 
be making its move in the 
highly competitive, and evi- 
dently lucrative, castling 
arena. Look for a full review 
next issue. 


explicitly .su^ests that its function tran- 
scends mere entertainment — xmir first 
sign of danger. /\nd it .suggests tliat ewen if 
)oii hax e no kid,s, you may do well to 
solve some puzzles yourself. You see, stud- 
ies show tliat the human brain tends to 
atrophy after age 20 or so, not coinciden- 
tally the same time that fomial schooling 
hpically ends. In other words, play 
BllAINSTORMl or you’ll get Alzheimer's. 

Unfortunately, Biuins'I OKm! is the kind 
of product that gix'cs IQ tests a bad natne. 
All flash and little .substance. BlLMN- 
STORM! is simultaneously over- and 
undcrdc.signcd. On one hand, it is full of 
useless frippery': pictures of neon-cobrecl 
crystals and glowing metal masks, crack- 
ling lightning strikes and thrumming 


ii Simon & 
Schuster 
suggests that 
Brainstorm! 
transcends 
mere enter- 
tainment — 
your first sign 
of danger. if 
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syiilbcsizcr chords on Ihc soiiiulli<ick, 
excessively art)'piiotogi;ipliy. hut it’sa 
Rifcinkin \ilkigc: Behind (he ril/y facade 
is a paucit)' that beggars the imagination. 
In se\’cn practice tests of 20 c|ncstions 
apiece, the same question hiDcs turn up 
again and again. (In all, ! estimate that 
there arc f)nl)' seven or eight distinct 
types.) 'I'hcn, when yon move from the 
practice section to the “real" lest, yon find 
not only the same types of questions hut 
the same questions. Of course, vou'\ e 
crammed on those questions already, so 
you know all the right airs-wers. I'or filling 


Brainstorm! 

► For multiple-choice questions, start by 
eliminating one or two choices that are 
obviously wrong. Then, even if you are 
forced to guess among the remaining 
choices, you’ve improved your odds by 
as much as 13 percent—especially 
good for speeding through timed tests. 

► When asked to envision a flat shape 
folded into a cube, eliminate all answers 
in which adjacent squares on the flat 
shape turn into opposite faces of the 
cube. This is impossible. 

► If you have to select the symbol that 
doesn’t belong out of a set of similar- 
looking symbols, start by mentally pair- 
ing up symbols that are identical to 
each other either entirely or on a char- 
acteristic-by-characteristic basis. If two 
symbols are the same, neither can be 
the outlier— C/iarfes Ardai 

Smart Games: Challenge #1 

► Ware/jouse— Remember that since 
balls can only be pushed, not pulled, 
there is no way to get one out of a 
corner, and that a ball’s mobility is 
cut in half once it is touching a wall. 
The longer you can keep a ball away 
from a wall, the longer you preserve 
your flexibility. 

► Word fiy/Wer— When making as many 
words as you can using each letter in 
the alphabet only once, remember that 



Price: $44.95 
System 

Requirements: 486-25 
processor, Windows 
3.1, 8 MB RAM, 11 MB 
hard drive space, 256- 
color VGA graphics, 2x 
CD-ROM, Sound 
Blaster 16 or compati- 
ble sound card. 
Protection: None (CD 
must be in drive) 
Publisher: Simon & 
Schuster Interactive 
New York, NY 
(800) 983-5333 
Reader Service §: 341 
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them in mcdianiailly, the computer 
awards you a "HI -h" IQ rating. VMiat les- 
son docsilial teach kkls? 

To fill out the package, BiiMN'S^i'OitM! 
also cc)ntain.s a .set of audio files about the 
iuinian brain that .sound like those filni- 
.strips they used to show in high school 
(‘"I be human brain is the supreme 
achievement ol nalure...an avemge 
weight of only three pounds... the more 
wc learn, the more we realize how little 
wc know...") and a catch-all “Miiid- 
biisters” .section allegedly containing 
"rebuses,” ''brainleaser.s-,” and "puz/.les," 


Only one of the “rebuses” is an actual 
rebus; the other nine arc what Gciincs 
magazine used to call Wack)' Wordies, 
and are poor examples of the type at that. 
(I'or instance, \’ou ,see "forwellmed” and 
are sui^posed to guess "well infomied.") 
The Puzzles section contains all of five 
puzzles of the sort you used to get in 
math class; A train pulls into a tunnel at 
“iO mph, it’s a c|iiarterofa mile long, the 
iimnd’s a mile and a half long, yadda 
\’adda \'adda.Thc Brain Teasers section 
is the most appalling: it contains a grand 
total of two brain leasers which, in 


vowels are your most precious 
resource: there are only 5 (maybe 6) to 
match up with 20 or 21 consonants. 
Avoid short words and words with dou- 
ble vowels (lie, boa); try to think of 
words with conso- 
nant clusters 
(grasp, thong). 

► Cash Crop— 

Where you have a 
limited number of 
moves in which to 
drive your tractor 
over squares in a 
grid marked with 
dollar amounts, 
don’t be afraid to 
use up a move 
crossing back over 
a square you’ve 
already cleared. 

You don’t make 
any money from 
that move, but it is possible that your 
total income will be higher than if you 
had moved in another direction. 
—Charles Ardai 

Monopoly 

► A simple solution to defend yourself 
against house-happy builders is to play 
with the normal limits for houses-only 
the ones that “come with" the bank— 
rather than letting the computer gener- 
ate an unlimited supply. Build as many 
houses as you can to use up the sup- 
ply, then watch gleefully as your oppo- 


nents must either build ail the way up 
to hotels (an expensive prospect for 
Boardwalk and Park Place), or wait until 
new houses are available. This gives 
you plenty of negotiating room to com- 
plete your own 
monopolies, as 
well as to buy 
time to collect 
enough dough 
for your own 
hotel purchases. 
► Once the 
game is in the 
final stages, 
railroads 
become more 
sentimental than 
practical. If it 
gains you a 
monopoly, let 
someone have 
the third rail- 
road, or even the fourth. The chances 
that you’ll land on more than one rail- 
road are minimal, and the $200 you get 
for passing Go is enough to cover a 
ride on the Reading. 

► Jail is a safe haven, Wait there as 
long as possible, especially late in the 
game, when rents are higher. 

► The most cost-efficient properties are 
the orange section: St. James Place, 
Tennessee Avenue and New York Avenue. 
Those leaving Jail, for example, have a 
39 percent chance of landing on one of 
these three properties.-Terry Coleman 
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TOUGH RIND TO GRIND Getting a monopoly 
on the orange properties let you “squeeze 
the pulp" from the opposition— especially 
after they get out of Jail. 
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addifion lo being inagiiificcnllv random, 
require you to get out paper and pencil, 
since the designers iia\c neglected to 
allow players (o do their figuring— or 
c\’cn enter their solution — on the 
screen. CT'ill in the missing numbers,” 
say the instruelions to one brain teaser, 
but there is liter.)!!)’ no wys' for \’ou to do 
so, short of drawing on the monitor uilh 
a marker.) 

A GREATER CHALLENGE 

fortunately, people looking for an IQ 
challenge do have alternatives. Chief 
among these is SMMtl'G. WlLS’ Cll\l.- 
l.KKCK #!, which I resiewed in the )ul\’ 
issue. 1 can't recommend it higlily 
enough.’] he precise opposite of Bkain- 
stoiim!, Ci lm .1 .1'NC a' It] looks good but 
doesn’t go off the deep end pursuing 
snazzy visuals and sound effects, has a 
welklesigned interface that doesn't Icas’e 
s oil wondering whether it’s \ ou or the 
game’s designer that’s an idiot; and most 


of all. offers plenty of deplli. 

'1 here are 20 puzzle l\i)es (there’s 
that magic number again), 
including some of the same tvpes 
Biimns'['OR.m! has, hut within 
each t\qDc there are up lo 20 vari- 
ations, ranging in difficulty from 
ver\’ eas)’ to very- hard. You can 
pia\' Cl L\LL[-;n'CC II\ for liouni’ 
without ever feeling )’ou’ VC 
exhausted what it has to throw at 
)'ou. Partly this is because there is 
no way to get an ansss'er from the 
computer— you just have to find 
the answers for yourself, and if 
you can't that’s your problem. But 
mainly it’s because the game is packed 
like a sardine can with genuinely clever, 
difficult puzzles that will engage any puz- 
zle addict’s imagination. 

If ! were a parent, I know which of 
these games I’d give my kids lo plav. 

I lell, 1 know' which one I w ill go back lo 
myself long after the res 'lews have been 


published. It’s been a few vears since I was 
20, after all, and, as they say, a mind is a 
terrible thing to w'aslc. My thanks go lo 
BlUlN.S'lXiRM! for the medical advice— if 
I'm lucky I’ll be able to stop the cerebral 
atrophy before 1 become a .senile dotard 
of 30— but it’s ClL\l.l.l':,\C!'; il\, not 
Bkmnstorm!, that gets my businc.s.s. % 




Racing with a joystick...is like trying to win a Formula t race with a flat tire!...Grab hold of 
the most professional and affordably priced racing wheel in the world. Let the Per4mer™ 
Turbo Wheel take you to the finish line of Grand Prix, NASCAR and the Indy 500. 
Experience the racing sensation of real race car drivers by accelerating and braking 
with the accuracy of Platinum Sound^*'* foot pedals. This will give you the ultimate 
driving experience... Virtual racing from the ffl Per4mer™ in the industry. 

The Per4mer^^ is compatible with all racing software and is available for 
IBM PC, Nintendo SNES, Nintendo 64 and the 


AVAILABLE AT: BEST BUY, COMP USA, 
SOFTWARE ETC, BABBAGES, EGGHEAD 
SOFTWARE, SUN TV & APPLIANCES, 
ELECTRONIC BOUTIQUE, KAY BEE TOYS 
AND OTHER LEADING RETAILERS. 
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Our IMew Righteous 
Accelerate IVIore T 


Introducing Righteous 3D. Whether You’re Into Serious 
Flight Sims Or Hardcore Mutant-Blasting, There’s Nothing In The 
Galaxy That Can Pump More 3D Reality Into Your Games. 





Oesceiit~Il! Destination Qiiartzon 3D Descent"!!: Destination Qi<ar 
Without Righteous 3D WiHi RiglRcox.s 3D 


That's because Righteous 3D has 
some of the most advanced features 
ever designed into a 3D accelerator. 
Like real-time interactive rendering, 
dual 64-bit memory architecture, 
advanced filtering and anti-aliasing, 
built-in transparent and translucent effects and Windows'’ 95 Direct3D'“ support, to name a few. 

But all this rocket science is just technobabble if it can’t make your games more fun. 
Which is exactly what Righteous 3D does, You not only get eye-popping visual effects -smooth 
textured images and outrageous atmospherics-you get full speed 
interactivity. Something no mere graphics board can deliver. 

In fact. Righteous 3D is the first accelerator of its kind that 
can render complex 3D images at full-motion frame rates. 

And much higher heart rates, 

No more pixels. No more herky-jerky 

stick figures. Just sharp, clear images that move like nothing you’ve 
ever seen on a monitor. Which can make good games great. 
And great games truly awesome. 

So get a grip on reality. Visit your computer retailer or 
our website at www.orchid.com, or call us for more 
information at 1-800-806-9142. And see what 
a little adrenaline can do for your system. ORCHID 

A Micronics Company 


ciy%MiciiraiuComi>Lili:rg, Inc. Microtilu, Kighleoas 3D the Orchid lo^iu Jtc Iraclcmarks of Microniu Compulera, Inc. All other 
ttademcrlis cre the pioptily of their respective owners. Dcscent'lh De.Minailon Quartzon 3D screen shots courtesy of Interplay." 


Circle Reader Service it294 




CLASSICS b PUZZLES 


REVIEW • TRACER 





Price: $34,95 
System 
Requirements: IBM- 
compatible Pentium 75 
or better, Windows 95, 
8 MB RAM, 2 MB hard 
drive space, SVGA 
graphics, 2x CD-ROM. 

Protection: None (CD 
must be in drive) 
Designer; Future 
Endeavors, Inc. 
Publisher: 7th 
Level. Inc. 
Richardson, TX 
(214) 437-4858 
Reader Service ft: 327 




Voracious Virus 
Left Me Hungry 

Barely A Trace Of Tetris In Tracer 



by Tim Carter 

vcr since T'KiUlS 
cscupccl fiom 
the former 
Soviet Union, 
tlic market for 
|}u/y.lc games 
has L'xplodecl. 

Unfortnnatelv, 
retailers' shelves 
and discount 
bins have been cluttered 
ever since with pretenders to 
the pn/yle cmwn. Few of 
llie,se games have hlos- 
.soined into addicthe, enjoy- 
able (ime-w asters the way 

'I'l'TiKis did. 7th Ixivcls 

Tiucictt-the latest entr}’ into thcTiiriiUS 
replacement sweepstakes-falls equally 
short of reaching the puzzle throne. 

OUT ON THE TILES 

As a hot-shot hacker, you nasigalc 
various hits of computer hardware with a 
tracer \ inis nipping at your heels. Your 
cliaraeter begins the game witli a j^reset 
number of tilc,s, each with four colored 
sides, ^bu move over the grid by placing 
a tile on the floor, then stepping on it. 

I'iom the first tile, you can place another 
tile in anydiioetion, as long as its facing 
color matches the color of the tile you are 
standing on. Once you start, the virus 
starts eating avway at the square you started 
on, and it moves fast. ’lhus, the game 
becomes a .sort of speed dominoes, as you 
race to lay tiles quick enough to stay in 
front of the ravenous vims. 

because your. supply of files is limited, 
the key to success in Tii-vci^R is manen- 
vering from one re.supply station to the 
nc.\t. As one might c’xpect, the stations arc 


stratcgicallv located to push the limits of 
your ahility to plan on the mn and gel 
your color jrallems right the first time. (As 
with mo.st games of this type, saving ollen 
is a good idea.) 

Unfortunately, this dependence on 
resupplv stations means that \ ou don’t 
ha\ e much flexibility in planning y our 
attack; for the most part, von must follow 
the su])))ly of tiles with little or no devia- 
tion. 'Ibis gives the game a “maze without 
walls” feci, w'hieh can become fnistmting. 
Also, there is iKr overhead view' of the 
level you are on, w'hich makes strategic 
planning difficult. 

Wbat you have instead is a 31 ^ race 
betw ecu vour character and the virus, 
made more difficult by the way the inter- 
face handles vour perspective of the grid. 
Tiivcrr uses the .standard above-and- 
hehind perspective, but your \ iew])oint 
rciativ'c to your alter-ego on the grid 
swings somewhat dramatically, depending 
on which wav your character is turning 
and where he is on the grid . 'Ihis is quite 


important, as y'onr view 
of the .surroi inding area 
is limited, and you 
must be able to see the 
next reload station in 
order to move pro)3erly. 

FLIMSY FICTION 

'llie introduction, 
dociiinentationand 
occasional messages 
from your robotic con- 
troller all suggest that 
as you complete each 
level y ou [progress 
thnjugh the storv-all 
to no avail. Wliat dif- 
ference docs it make 
who my character is and whv he is mn- 
ning from tile to tile, if it doesn't actually 
affect the tiles or the grid on which they 
are laid? 

In the end, T^vciut actually reminds 
me of solitaire. Admittedly', you have 
.some control over the flow of the game, 
but ultimatelvvou are confined by flic 
stnicture of the game itself. ' 1 liiis, ' rilxCKR 
is more diversion than game-allx-it a 
diversion that is relatively attractive and 
fast paced. On the other hand, if you are 
looking to replace Ticntl.S on your hard 
drive, keep looking, 


^APPEAL: Those who enjoy rela- 
tively mindless, speedy puzzle games, 
^mos: Runs smoothly; easy to learn 
and play. 

►CONS: No stra- 
tegy element; noth- 
ing to distinguish it 
from many other, 
cheaper, puzzle 
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Dereh Smart's BSni[CRUIS[R 3000RD. 
IH[ [flSIM mi [V[R DM. 


Ever heard the phrase 
“Patience is a virtue?” Well, 
never before has patience been 
more virtuous than with the arrival 
of Battlecruiser 3000AD--the most 
complex, expansive, and enthralling 
supergame ever created with multiple 
game engines, the first ever neural 
net-driven system, and more features 
than any PC game ever. 


Sure you’ve waited 
seven years, now play it 
and find out why. 


miiitMisiJ 

3 O CD CD > — • 


Actual in-game graphics 
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Price: $49 
System Requirements; 

IBM-compatible 486 
DX2-66, Windows 95, 
8 MB RAM. 1 MB hard 
drive space, 256 color 
VGA graphics, 2x CD- 
ROM, Windows 95- 
compatible sound. 
# of Players: 1-2 
(network) 
Protection: None (CD 
must be in drive) 
Designer: Visual 
Sciences 
Publisher: Psygnosis 
Foster City, CA 
(800) 438-7794 
Reader Service if: 328 


More Lovable 
Lilliputians 


Lemmings Leap Into Win 95 Packing Paintball Guns 


by Charlotte Panther 


T hose of you \vho\’e encoun- 
terccl l.,KMMINCS before will 
recall lhal, niiicli like CCW 
staffers at lunchlinie, Ihese 
cerebrally challenged critters 
follow the leader without 
thinking or caring where the\' 
are iieadcd until it’s too late. 
In Lt:.\iM[NGS Pain’ib.xlu the 
latest escapade from 
Psygnosis, \’ou’l! get to know a few of 
these cute and cuddiv creatures on a 
more personal level. As in LEMMINGS, the 


idea of the game is to guide your furiy 
friends safely through an obstacle-ridden 
laiuLscape before your time runs out. 
Unlike the original version, in which you 
were res])on,sible for a whole |)ack (rf 
pests, this time you'll have to care for no 
more than four lemmings at a lime. 

A.squeaky“l..et's Go" indicates lhal the 
v'ocifcroiis vennin arc about to be leleascd 
from a trap door suspended in mid air. 

I 'rom there on, it’s up to you. ’ I he first few 
Icsels start easily enough; You guide a sin- 
gle lemming across a landscape (Point- 
and-Click 1(.)1) to retriev e a flag that signi- 


fies the end of each game. Don’t be 
fooled, though. You’ll soon find yourself 
mancinering one lemming over a vast 
neon vista, avoiding watery' depths, |}ools 
of fire and healed coals, while another 
lemming searches for levers that operate 
lifts in order to allow vet another lemming 
to jump to higher ground. 

Also look for balloons, w hich lielp you 
drift over water or fire, trampolines to help 
you bounce to safety, keys to unlock barri- 
cis— and perhaps most importanflv, paint- 
balls, '[ he rambunctioas rodents, fullv 
anned with a paint guns, are not as hann- 




luiolEininiiigsArrDctttrlliiiiiOnr 


L emmings Paintball definitely deserves a place in 
your puzzle collection, if only for the well-adapted 
Win 95 version of the original Lemmings that's 
included. Lemmings, which was originally designed for the 
Amiga and Atari systems, later became available in a 
problematic DOS version, which was incompatible with 
several video cards. PC users will be happy to know that 
finally, we have a near-per- 
fect version of this Hall of 
Fame game. The new Win 
95 version also has addi- 
tional sound effects, 
including delightful lem- 
ming squeals. You also get 
additional new games— Oh 
No, More Lemmings. As you 
guide the lemmings 
through grand structures, 
assigning them different 
skills, you’ll be surprised 
to discover just how talented these rascally rodents can 
be: Watch them build, mine, bash, climb, float and dig 
their way to safety before the clock strikes. And although 
the call of the ocean is still alluring to these mop-topped 
vermin, far worse fates may lay ahead: One false move in 


the Lemming Tomato Ketchup Facility, and your furry 
friends will be mush. 

My only major gripe was, once again, with the resolu- 
tion. While the game offers both high- and low-res options, 
you’ll soon discover that when you run the game under low 
resolution, the lemmings are so miniscule as to affect play. 
If you try to apply the high-res option, however, the viewing 


window becomes bigger than the screen, resulting in the 
loss of the stop watch that allows you to keep track of how 
you’re doing for time. Nonetheless, this every-second- 
counts puzzle remains a classic, requiring quick thinking, 
strategic skills and impeccable timing. 
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Play to 



and 



yourself 


some 



M ake the ultimate move 
for serious gamers who 
know the score when it 
comes to buying computer 
gaming magazines. Subscribe 
to Computer Gaming World now and save 
up to 47% ! 


Score points and 
cosmic savings now 
with Computer Gaming World. 
We’re worlds apart from any other 
computer game magazine. 

• One year/12 issues - $27.94. 

YOU SAVE 41% ! 


Every monthly issue brings you exclusive 
first looks at the hottest, newest games. . . 
the latest in multimedia, CD-ROM and 
interactive environments. Plus winning 
strategies, master clues, in-depth reviews - 
all the help you need to pump up your 
system and play out your fantasies on this 
planet and beyond. 


• Two years/24 issues - $49.97. 
YOU SAVE 47% ! 

Savings based on annual cover price of $47.40. 


CALI NOW TO SAVE UP TO 47% 



To ensure savings, mention this code to the operator who 
answers your call: 4Z95. 





REVIEW • LEMMIMCS PAIHTBALL 




HELIUM HELPER instead of trading the usual aquatic late 
for a fiery death, our cute little friend hops to the next bal- 
loon to safety in Lemmings Paintball. 

Ic.ss as they look. V\^lli enemy lemmings 
lurking iimiincl ever)' comer, you’ll do well 
lo ]Tick ii|> c.\ira ammo w'hencvcr you can. 

’ 1 be lemmings also seem to have picked 
u]3 an iota of common scase along the way; 
once you have clicked on a leader, you can 
actually instmet the others mt to follow him. 
k’.;ich lc\'cl of llie game Ls completed only 


when your lemming retrieves a flag. 
Sometimes, thcie’ll be just one flag hidden, 
which any lemming can grab; olher limes 
you may need four lemmings to pick up one 
flag each before completing the level. If one 
of your faithful crew gets dniwiicd along the 
way , don’t panic— yon jirst need lo .search 
fora duplicator, then you can reirrodnce 
lemmings to your heart’s content. But don’t 
forget— you have to beat the clock if you 
want avoid lemming elimination. 

iLach game jTiosides a different land- 
scape and many new .suqjrises. ' i his, in 
addition to four levels of difficulty ( Fun, 
'lncky,'^laxingand Mayhem) allows for end- 
less re|)lay value. ’ ! he perky characters with 
their shrill little mousy .squeaks and the 
background .sound effects add to the attrac- 
tion. 'ihedovMiside? Desjiite the high-roso- 
lution graphics, the visuals remain highly 
[TKclated and disa|)|X)iniingly grainy. Arrd 
will someone ])lca.se tell me w'hy vve have to 
have that aimoying Mu/itk-like sound track 
accompanying all piiyzles these days? 


Despite these little hitches, 1 .['.MMlNcrs 
PAlN’’riiAl.l.geis my vole as a w'inner. 1 he 
nser-frieiidly interface and ca.sy lower leveis 
make it a great game for beginners, hnl the 
higher levels remain diflicnll and varied 
enough lo maintain the interest ofdichard 
lemmings fairs. And as l^sygnosis is includ- 
ing the rjriginai L,I‘'.MMINC.S and Oi i No, 

M( ritT; Li'AiMiNOS on the disc, you gel three 
games for the |)riec of one. Now, a bargain 
like that d(x.'.sn’t come along every' day. % 


^APPEAL: For hardcore puzzlers 

and Lemmings lovers. 

^PROS: Highly addictive Lemmings 
gameplay finally makes it to Win 95, 
without compromising skill level. 
^COHS; Lemmings 
Paintbau isn’t quite 
up to the original. 

Some disappointing 
graphics and grat- 
ing background 
music. 



Plant Trees for America 




T rees provide food, shelter, and 
nesting sites for songbirds, 
t rees increase property 
values, and make our 
homes and neighborhoods 
more livable. 

Trees help conserve 
energy. They cool our 
homes and entire cities in 
the summer, and slow cold 
winter winds. Shade trees 
and windbreaks can cut 
home utility bills 15-35%. 

Trees clear the air we breathe. 

They provide life-giving oxygen while 
they remove particulates from the air and 
reduce atmospheric carbon dioxide. 

America needs more trees 

The United States has lost a third of its 
forest cover in the last 200 years. 

Our towns should have twice as many 
street trees as they’ have today. 

■We need more trees around our homes 
and throughout our communities. We 


need more trees to protect our farm fields 
and our rivers and streams. To provide 
wood for our homes and a ihousand 
pnjducts we use every day. 

10 Free Trees 

Ten Colorado blue spruces, or oilier 
conifers selected to grow in your area 
will be given to each person who joins 


the Arbor Day Foundation. 

Your trees will be shipped 
postpaid at ihe right lime for 
planting in your area, February 
through May in the spring or 
October through mid December 
in the fall. The six to twelve inch 
trees are guaranteed lo grow, or 
they will be replaced free. 

To become a member 
and to receive your free 
trees, send a $10 member- 
sliip contribu- 
tion to Ten Blue 
Spruces, National 
Arbor Day Founda- 
tion, 100 Arbor 
Avenue, Nebraska 
City, NE 68410. 

Join today, and plant your Trees 
for America! 


The National 
y Arbor Day Foundation 







cxpenenCt yoar 
new obscssionf 


Announcing Tfee EWer Sqrons.' ' ' ■ 

Daggerfall, Bemesda's latest installm^ 


in the Elde^Scrolls Series and the sej^uel 
to the award-winning TiS-Arena. 

TES: Daggetfail is one of the most 
ambitious computer games ever devised. 
This is no dungeon hack, no bit of fluff 
with medieval trappings. DaggerfalTs 
world is twice the size of Great Britain, 
filled with people, adventures, and 
scenery as real as reality. This is a world 
designed to allow you to play the game 
‘any way you want. Be the Hero or the 
Villain... or anything in between. 

TES; Daggerfall is all your favorite 


Is llie game that Harncore 

mtans have been walling for 


— Johnny 'Niteon 
Etiilor-in-eWe . 


3 minor 


. movies and books wrapped up in one 
package — with hundreds and hundreds 
: j)f hours of playtime. Prepare to 
' experience your new obsession. 








unnn 




"Strategy Game Of The Year 

-Computer Gaming World 

Tarn Based Strategy Game Ot The Year 

-Computer Games Strategy Plus 

"Get this game, it's a classic" 

-Wade Glasscock 

"It's one of the BEST strategy games 
I've ever played" 

?-rMark Asher 


"Heroes of Might and Magic is an excellent game" 

-Tony Damiani 


"It's great, wonderful, long term play value 
(Win 95 version), and highly addicting" 

-Barbara Christensen 


"An excellent and entertaining game" 

-Darrin Fesperman 


New Wwk) CompuUfis, the New World Computing logo and 
Heroes ol Mlgltt and Magic ere trsdemaiks and/or registered tradomarks of Tits 300 
Compony (c)1 996 TNs 300 Company. All rights reserved. 




• Over thirty unique combat units 

• Dozens of strategic scenarios 

• Custom "World Builder" included 

in the Win 95 version 

• Exquisite SVGA graphics 
• Intense Computer AI 

• Multiplayer: hot-seat, modem, 

network, direct connect 


Spectacular web oiler check out 
http://www.owcomputlno.coni 


Available at your local software retailer or order direct from New World Computing at 
1-800-251-9563 (818-734-7136 outside the U.S.), or by mail: 

RO. Box 4302 Hollywood, CA 90078-4302. 


New World Compuling, the New World Computing logo and 
Heroes ol Might and Magic are trademaiks and/or registered trademaiks of The 3D0 
Cmnpany lc|1996The 3D0 Company. All rights reserved. 
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THE MOST DANGEROUS 
MOMENT IN SPORTS! 


REVIEW SHOTS WITH 
INSTANT REPLAY! 


DESIGN YOUR TEAIW 7 DISTINCT CAMERA 

STRATEGIES & FORMATIONS. VIEWS BRING YOU THE 
HEART OF THE ACTION. 


NETWORKABLE FOR GOAL LINE TO GOAL LINE MULTI-PLAYER ACTION. 



Iao c s 8 ■! C /// ///// // ¥ / tL / ( A y WWW, acclaimnation.com 

FOR INFORMATION ABOUT THE ESRB RATING. OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB AT 1-300-771-3772. Copyright 
(> 1996 Rage Software Ltd. All rights reserved. Copyright 6 1996 Coconuts Japan Entertainment, Co., Ltd. Under exclusive license from Rage Software. Acclaim is a division and 
reglslorcd trademark of Acclaim Entertainment, Inc. 6 1 996 Acclaim Entertainment, Inc. All rights reserved. 
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DENNIS HcCAULEY • SPORTS 



Scoring On 
The Open 


Surfing The Web fbr Cool Game Add-ons 


V 


u 


ii You'll 
find the 
heart of 
sports 
gaming on 
the Web- 
leagues to 
join, extras 
to download 
and plenty 
of sports 
fans, ipp 


collection fciiturcs 46 \inhigc ])o\vcr- 
honscs, such ;is ihe Jim Browii-fiideci 
1964 Cleveliincl Browns. (Iley, remember 
when the\’ hncl |rro football in Cleveland?) 
nierc's also Vince Urmbardi's ’66 Packers, 
and great Al'L cliib-s like the '68 lets led 
by QB joe Namath. Of course. Oibrall's 
site also offers the undefeated 1972 
Dolphins, those devastating Steel Curtain 
defenses, the dominant Joe Montana-era 
49crs,and enough olliers to min your 
social life for a ver\’ long time. Gibrall’s 
teams arc fun, accurate and come in both 
the ’95 and ’96 flav ors of the industn ’s 
best-selling football game. 

Of course, h'liON'i' P\c;k veterans know 
that the play’s the thing. If you're .search- 
ing for just the right combination ofX's 
and O’s to confound vour opponents, 
checkout htt|r;//licctor.unil,ch/ 
-944]829()/fbpro/litni, a gold mine of 
custom plays for Sierra’s football games. 
Shades of ESPN S])orlsC]enler. there’s 
evena Play Of'llie Week! i lere you’ll 
find 52 — count 'em — groups of custom 
jrlavs created by hard-core I'lin.vr P\c:f. 
freaks from the world over. W'ant to block 
more punts!’ Inlcre.sted in a defen.se that 
racks up 511-plus sacks per game? I low 
about an entire \\'e.st Coast offense? 
'Iheyreall here for the asking, along with 
coaching profiles and links to ov er 40 


very kid has a 
I favorite NFL 
I star. Mine was 
Fran'rarkenton. 
rllie original 
I scrambling quar- 
I terback, Sir 
1 1 ’rancis was the 
I soul of the 

I Minnesota 

Mkirigs in the 70s, but came up small in 
three heartbreaking trips to the Super 
Bowl. I've alwav's wondered how a team 
with Tarkenton and a sup|)(>rfing cast of 
halfback Chuck Foreman, I fall of lame 
dcfcasive tackle y\lan Page, and perennial 
All-Pro free safet)' Paul Krause could flop 
in die big dance with such dcpre,ssing reg- 
ularitv’. In later years, while piaving FllClVl' 
P\CE St’ORTS: FOOTtlUL Pko, I oflcn 
wished 1 could rewrite the Purjile Gang's 
sorry Super Bowl historv, but, alas. Sierra 
onlv included teams back to the earlv ’90s 


► More on EA’s upcoming NBA 
Live 97; We got a look at some 
of the early screens for the 
game, and, along with the 
already announced 3D polygonal 
players, EA is completely 
revamping the interface, going 
for a funky £SPN2-styie graphic 
approach. The earliest on-court 
screens show that the game is 
going to look almost nothing like 
its best-selling 2D predecessor, 
but will be much closer to the 
Sony Playstation title Shoot Out. 
Considering that Shoot Out’s the 
most stunning-looking basketball 


with their jiroduct. Would there be no 
relief for this frirstrated \ikings fan? Would 
111 )' only modem day sighting of i4an 
'larkenlon occur while watching late 
night cable '1 V infomercials? 

FRONT PAGE FANTASIES 

It took the Intcmel and Mike Gibrall to 
ea,se my pain. Gibrall, a rabid football 
gamer pursuing his own field of dreams, 
found that ifyou build it, thcj’vvill 
come — to )our Web site, that is, and 
thcvll download it once they get there. 
Gibmll Is no stranger to the online sports 
gaming community, with a well-de.scncd 
reputation for ro.ster tinkering. In fact he’s 
been designing cicstom teams since the 
days of Avalon Mill’s Sui’RR Bowi, SilN- 
D.W, a title so old that it ,shi]i|ied on cas- 
sette tape! Oibrall’s home page (http:// 
www.esslink .eom/~inpfl/ f[)sf.hhn) fea- 
tures the most exciting set of classic teams 
you’ll find amvvhcrc. Mis hand-crafted 

game now available on any plat- 
form that’s a good thing. We’ll 
keep passing you more info 
about this hotly anticipated game 
as we get it. 

► Accolade is prepping the newest 
entry to its Jack Nicklaus golf 
series, tentatively (and cleverly} 
titled Jack Nicklaus Golf, which 
will feature a “course architect” 
that allows users to create 18- 
hole golf courses from the ground 
up. If you’re into foursomes, the 
game will also support multiple 
players for LAN, modem-to- 
modem and Internet play. 





DENNIS MCCAULEY 



THEM WERE THE DAYS The Oakland Raiders move the ball against the Vikes in a 1976 
Super Bowl replay in Front Page Sports Football Pro '96. 1 downloaded both teams from 
Mike Gibrall's Web page, which features 46 classic lineups of yesteryear 


leagues \’ou can join, 

\Miile )oii're at it, don't forget to check 
out the Kkom' PAca' SiDin's 
95A16 Utilities I^TWiiloacI Suite at http:// 
\\wv.coiiipusiiiarl.ab.ca/isiiiidby/inde\ 
.him. Ciaming wiziird [x)mc Sundb\’ 
offers a \’aricl)’ of free add-ons, inciuding 
draft and roster utilities guaranteed to 
relieve some of the \\’as!i-<la\' daidgeiA’ of 
league management chores. 

DISCO PUCK 

If you’re getting the idea that onls' 
l■'RO^:l' Pac:I': I-’ctoieall is v\ell rejjre- 
.senlecl in eybcrspacc, think again, puck 
breath. A L|uick skate over to Nguyen-Anh 
Lxi’s Disco Palace, htl]);//\veb.cps.iiisu 
.ediiZ-len/lioekcy/, will answer all your 
Nl 11,95 and NI 11 ,96c|ue.slion,s,'lhi,ssite 
ices the title of coolest hockey gaming 
.spot on the Web, racking up o\'cr 100,000 
gamer visit,s in the past year. I'ans of MAs 
Nl ll^series flock to Disco Palace for its 
coinprehensis e gameplay tips and league 
infonnalion, as w ell as the chance to 
download player editors, game |)atches, 
highlights, utilities and roster updates. 

Another popular lv\ .sports title, NB.A 
1 .at; 96, is the inspiration behind Gennan 
gamemeister'l'imTscliimer’ssite (htt]n// 
ww\v-u,sers.inf()niiatik,r\s'th'aachen.de/ 
'•timt/iiba96.hliiil}. If it exists for eiilicr 
NBA I,I\t; 95 or 96, vou can bet that this 


schhnn-iDKl-ihmk of a page has it, includ- 
ing a neat ro,ster trick th.it adds missing 
plavers,a utility for editing skill ratings, a 
patch that adds 29 tO[) NC/VA teams, and 
links to a multitude of NB.A-rclated slops 
on the Infobahn. 

With the N lajor 1 eagiie basehall pen- 
nant races in full .swing as this is,sue hits 
the street, s ou'll no donhl be feeling the 
urge to step np to the virtual plate of 
your fas orite baseball sim, is ’ 1 '( )NV 
I aRiiss.\ 5 1996 sour game? Sto|) bs' 

Nick Keren’s Ultimate ( Itiiilies ])age 
(htlp://outssorld.c()mpusers'e.coni/hom 
epages/NickKeren/). Ifil’sgol anything 
to do with league or player management, 
this spot lias a cii.stom utility thal'roN'S' 
players svon'l want to leave home svithout. 
Keren also has a s'aricly of universes avail- 
able for dossnloading, including .some for 
the older '1 1 ,B 2.0. Nalur.illy, gamers can 
also link to leagues ;md olher’I 'oNS' sites 
of interest. 

On the Ollier hand, if statistics are your 
passion, perhaps games like StkmA)- 
MvilCorAPBAput the starch in your 
baseball cap, A pair of recommended 
pages include Adam Wbdon’s most c’xcei- 
lent (and most unofficial) StraiWeb 
(litlp://www.eiiter.net/~a(iamw7slrat 
.html) desoted to the S'IR\T-()-M,\ik: 
famiK'of gamc.s. SfrafW'eb offers palchc.s. 
demos and rosier modifications for 


SOM's baseball and basketball offerings, 
as well as an entire baseball encyclope- 
dia’s worth of infonnalion about tlicsc 
games. If you’re just dj-ing to test your 
managerial skills in a S'fRM-O-X'lATlC 
league, vou’ll find plcnh' of choices here. 

■An APB/\ site that's w orth the price of 
admi.s,sion can be found at http://!amar 
.coloslale.eclu/-'dn/apba.htinl. An off- 
.shool of the well-known Buck Weaver 
BBS. this site has links, utilities and add- 
ons for both ABBA and i-'OR. 

Windows. Although tlie page at one 
lime offered classic seasons, this appears 
to be on hold at present due to copyright 
concerns. 

Bill w'aii! 'I here’s more to .sporting life 
on the net lhan just clicking your way to 
ihe URI .next door. Hard-core players 
(like you) realiv ought to be following 
the discussions in Ihe conip.sys.ibm.pc 
.gamcs.sport .section of the Usenet news- 
groups for up-to-date infomiation and 
opinions on computer sports gaming. 
IDisciission grou[)s are great eL|ualizers, 
since evervone lias a sav. In fact, it’s not 
iincoiiimon for major induslrv players to 
clieck in, as Sierra Cl'lO Ken Wiliams 
did this summer when Kl^OXl' P agd 
S i’OR'fS: B.\skbai, 1. 96 was taking some 
serious online heat, Dc.spite the occa- 
sional flame war, this group provides an 
invaiiiahle resource for keeping u)i with 
gaming’s day-to-day ha|)penings. so don't 
miss it. 

You’ll nolice that this month 1 stayed 
avv'av irom official game comjiany pages. 
While such sites abound on tlic Web, 
they’re easy enough to find, being listed 
each month oti CCVUs Patches page as 
well as on our Web site (htt])://ww'v\' 
./diief.com/giiming/) and in most game 
advertrsemeiil.s. 'Hie official pages are, of 
course, c|uitc useful for tech support, and 
deliver the corjioratc .spin, but it's so much 
more fun to dial in to the unofficial side of 
the Net. ’ i hat’s where vou’ll find the true 
heart of spurts gaming-leagues to join, 
extr.is to dowiiload and dedicated players 
that share your sports mania. Oh. and in 
case you were wondering what happened 
will] my Vikings and their Super Bowl 
replay, let’s just .say tluit Iran 'larkenton 
sliould stick to infomercials, % 





DAVE GAGNER... CALGARY- 


Keep your head up! This game hits hard. 

Mind blowing graphics, incredible gameplay and awesome features make 
Solid Ice the coolest game in town. Co head to head with the superstars of the NHLPA. 
Experience the power, the speed, and the reflexes of the very best. Want more? 
Solid Ice gives you a collection of game editors found nowhere else. 



Create your own league with up to 26 teams, customize your players abilities using eight 
different attributes, then design your team look with our incredible logo and uniform editors. 
Now get physical and hit the ice in the fastest paced, most intense hockey action ever. 

; invent hockey... it just look., nay. 

Circle Reader Service #101 

For more informalion visit our web site http:// www.empire-us.com or call 1 800 216-9706 - 



Strategy First In 




©1996 Strategy First. All rights reserved. Solid Ice is a trademark of Strategy First Inc. NHLPA, National Hockey League Player's Association and the logo of Oie NHLPA 
are trademarks of the NHLPA and are used under license, bv Stralecv First Inc. Officialiv licensed oroduct of the National Hockev LeaKue Player's Association. 



REVIEW • FROHT PACE SPORTS BASEBALL PRO '96 


I 



Price: S44,95 
System 
Requirements: 
4860X66 processor 
(Pentium 90 recom- 
mended), 8 MB RAM 
(for Windows 95) or 
12 MB RAM (for 
Windows 3.1), sound 
card v/ith DAC, SVGA 
640x480 and 256 
colors, 2x CD-ROM, 
26 MB hard drive 
space, mouse. 
Protection: None (CD 
must be in drive for 
fuli sound or partial 
installations) 
Designer: Dynamix 
Publisher: Sierra On- 
Line Inc. 
Bellevue, WA 
(206) 649-9800 
Reader Service if: 329 


Outpost 
In Left Field 

Sierra Builds A Field Of Nightmares With FPS Baseball Pro 



GATESBALL Fromt P/ce Sports Baseball Pro’s interface has been completely redesigned 
for Windows 95. Remember Winston, this is a good thing. 


by Jim Gindin 

I n Nathaniel 1 hmlhonic's famous 
short stor}' “’llic Artist of tire 
Rcaiilifiil," a walchinakcr recre- 
ates iialiirc in the form of a flaw- 
less butterfly. I hale to spoil a good 
ending, but since the stor}' i.s 
almost 150 )'cars old. \\ell. the 
mechanical butterfly ends up 
being crushed by a child, 'ilie cre- 
ation of the preth' per|)Ctual 
motion machine demonstrated the value 
and beauty of nature, liul the effort itself 
was impractical, vain and loo delicate to 
survh’c. 

Wliich brings us to ['’itONT RnCJE: 

Sntiii’i's B.\seb.’\ll Pro '96, Sierra’s 
atteni])t to recreate the game of baseball 
from the physics on up. I ,ike the com- 
pan)'’s avs’ard-winning h’PS Koo’IILM.i. 
scries, this is an innovative game — even if 
most of the innovation was introduced 
when the game debuted in 1994. 1'PSBB 
attempts to simulate organbational de\ el- 
ojanent. career play and every aspect of 
the on-field action. ’ I hesc are worthy- 
goals, and Siena, through its accjuisition 
of the Dynamix programming lab, has 
attempted as much as any sports game 
producer e\er has. 

P’PSBB ’96 is, in fact, more like real 
baseball than any game previou-sly 
rclea.sed. Taken out of context, that 
souikIs like a ringing endorsement. It 
isn’t, 'llic PPSBB ’96 tlial reached store 
shelves is more reprcsenlalive of 
I lawlhornc’s crushed mechanical but- 
terfl\'. It’s too delicate to slay running 
very long; it’s much too slow and bu^'; 
and it just isn’t tcrriblv entertaining. 
Wiat could ha\e been the ultimate 
Ixiseball simulation is, instead, a major 
league di.sappoinlineul. 


STOP MAKING SENSE 

Wluallynolliing in I’kont Pack 
Sport’s B,asitui.i. Pro ’96 works as it 
should: ever\' module fails under clo.se 
anaksis. Unlike most other baseball sims, 

1 'PSBB does not rate players from .statis- 
tics. Instead, hitlers are provided with 
numerical ratings in contact hilling, .speed 
and power hitting, while jjitchers are rated 
on such attributes as control and pmfi- 
ciency at throwing certain pitches. Wlicii 
vou’re drafting a plaver, those attributes 
arc all \ ou sec. In spring training, you can 
allocate different percentagGS of each 
player's effort into developing his various 
attributes. '^t)U can thus build a team of 
ball|}lavcrs fiom the ground u|) or tweak 
an existing team to fit your personality 
Want to see Ken Griffey ]r.. go for .400? 
Abandon power hitting and defensive 
ability development and pour all his tniin- 
inginlo eoiitact hitting. 

'ihis is a wonderfully entertaining con- 


cept, and die ratings themselves arc nicely 
blended witli the training [x;rccntagcs and 
ages of die players. It doesn't necessarily 



W e can’t list all the 
bugs in the shipping 
version of FPSBB 
96. because Sierra’s 
own bug list is a three-page single- 
spaced document. So here's our 
Top Rve; 

1 . A World Series that only lasts 
one game. 

2. Relders are sometimes unable to 
pick up the ball. 

3. Players with "out"-class injuries 
are allowed to keep pl^ng. 

4. Position pl^rs pitch too often. 

5. Pitch indicator shows green 
when pitch is not a strike. 






A 

NEW 
ERA IN 
FOOTBALL 
GAMES... 









“...the freshest premise of any computer football game in years... 
Beautiful SVGA graphics and solid gameplay," 

Computer Gaming World 


LEAGUE lEADEllS 


ssiz,, 

isnft 


IF 3SZ Z4« 70 2Mt B.iFZa 2? 

DlC 2M )M .7o!m 7.ar K 
IXK 4U 2M M 7.87 - 
Htw 307 2IS 7D 2249 7Jt 
Alt <«l 4«3 m 4773 7.14 
KC 441 304 <tV 3122 7.0« 


498 403 Sa 5577 "i 


You want stats? You got stats! 
Track over loo different 
categories in single game 
or full season play. 



Make your own plays and create 
your own players with the best 
Play Construction and Team 
Editor ever made! 



The best football gameplay to ever hit the PC! 



FOOTBALL. 


For More Info On Legends Football ‘97 Visit The Accolade Web Site At http://www.accolade.com 
To order direct, call 1 -800-245-7744 




SPORTS 


REVIEW • FRONT PACE SPORTS BASEBALL PRO '96 


tniiislalc into belter i)all[)laycn<, 
however, and it's very difTieiill lo 
(leienniiie exiiclly why. Some 
players wilh io]Hiolelir.iliiigs sim- 
ply don't perfonii well, while those 
with average raliiigi end u|) lead- 
ing leagues. Ultimately, yon have 
lo ignore llie nilings and coneen- 
Ira te solely on perfon i umee. 

I'PSlili’sstals basically leave a 
lot to be desired. ’ I here simply 
isn’t mueh differentiation 
between the good and bad pla) - 
ers. dhc best can come from 
unpredictable plaeas, ttx). In my 
first full season, Pittsburgh out- 
fielder Mike Kingery led the 
league in slugging percentage 
(.581), hit 25 home nins and was 
second in on-base ])ercenlage. 
’IhLs despite ]x)stiug a .411 .slug- 
ging percentage in hitler-friendly 
Colorado in real-life 1995 and 
never hitting more than nine 
home nins in a long career. 



PRIME RATES FPSBB eschews a standard statistical 
model for numerical player ratings in numerous offensive 
and defensive categories. 


'Ihirly-five-year-old ballplayers 
don’t .suddenly post MVP-ealiber 
seasons out of nowhere. es]5e- 
eially after leaving the best hit- 
ter’s park in biiseball history. 

Even aside from Kinger)', the 
innnbcrs produced aren’t very 
baseba!l-likc. All but the weakest 
two or three hitlers manage 
more than 10 home mils in a 
season, but almost no one gets 
more Ilian 35 to 40. All l)ut llie 
slowest steal at least 10 to 15 
bases, but nobody steals more 



I n the years I've been reviewing and enjoying 
sports simulation software. I’ve never seen such 
a negative reaction to the release of a game as 
that of Front Page Sports Baseball Pro ’96. One 
center of public discussion, the Usenet newsgroup 
Gonip.sys.ibm.pc.games.sports, featured missive after 
missive denouncing Siena for releasing this product in 
its original bug-ridden condition. 

■ Sierra President Ken Williams, to his credit, threw 
himself into the discussion. But his comments, which 
included getting the name of the game wrong, were 
more troubling than helpful: "FPS: Baseball 97 [sicl is 
one of the finest products Sierra has ever shipped and 
desetves the success it is already seeing,” Williams 
wrote, “There are certainly improvements that we will 
make in the years ahead, but I am 100 percent confi- 
dent that essentially all of you who buy this product are 
going to be VERY pleased." Soon aftei; however, Sierra 
announced that a major patch would be released in 
mid August that would attempt to fix the game’s most 
glaring errors. (On August 15th, the day this stoiy went 
to press. Sierra announced that the patch would be 
del^d Indefinitely.) 

I was able to briefly examine version 1.09.1 of the 
promised patch. It seemed Dynamix programmers lis- 
tened to user complaints, although I can’t be sure how 
close this patch ’will be to the “real" one. They focused 
on making the game engine more us^le, and while 
problems remain, the early patch is an improvement. 

The Swing window that rendered the hitting interface 
laughable is gone, To help guide batters, pitches within 
the strike zone are green and pitches outside the strike 
zone are red. Batting is now an exercise in timing and 
color recognition. Since you still have to select the 
location of your swing before the pitch, it makes no 
sense at ail to select any area but the middle of the 
plate. You’re not going to hit anything thrown to the 
top or bottom of the strike zone, but the simulation is 
much more generous about awarding contact with a 
pitch. 

There are still far too many foul balls, and fielders 
stiil drop way too many pop-ups, but dozens of prob- 
lems have been fixed, including the bug that made mn- 
ners seriously overrun bases while advancing on a hit. 
Troubles with simulation accuracy have yet to be 
addressed, but at least the much-hyped, but previously 
absent post-season awards are now in the game. 
Howevei; simulation speed is still slower than a series 
of Charlie Hough knuckteballs. 

The beta patch at least makes FPSBB playable, and 
hopeftjliy a final patch will be in your hands by the 
time you read this. 




I than 40 (o 50. 'I6|>nilcd oiilfield- 
! ens, who noniially make about 
f three puloiii.s per game, rarely 
! catch more than 100 (ly balls in a 
1 complete season. 

! On the pitching side, even the 
I greatest pitcher of tliis generation, 
1 Greg Maddox, is often mediocre, 

I despite having lo|>-nolch ral- 
} ings-incinding a 100 mph fa.slball 
I that leave, s his real-life 88 mph 
! heater in the dust. 'I he game pays 
! little attention lo indiv'idnal walk 
J and strikeout totals, giving cv'cry- 
! one pretty much tlie same results. 
! Maddux has the best control rat- 
! ing, ycl walked more than four 
! halters every nine iiinings-vcry 
1 near the holtom of llie list. A little 
i unpredictability is nice. Com- 
1 plete abandonment of bascliall 
\ common scn.se is infuriating. 

i MOON SHOT 

! 'lb make mailers worse, this 
1 game grinds through its stmiila- 
I tions as if it's lT)'ing to calculate 
! the cxiict parameters of a space 
I flight to Mars. I'l’Slili takes days 
I lo .simulate a complete .season, 

I wlierciis most of its com]X‘titors 
i can do the same in an hour or 
1 less, with much more realistic 
j results. In the best pure simula- 
i tioivs, league totals will be fairly 
j close lo normal league totals, and 
1 tlie variations among pla)’crs will 
[ show’ a deviation fnrm average 
1 similar to that in real life. In 
I FPSBB, neither is true. 

1 FPSBB speiKls about a half- 
j hour on a Pentium 75 just lo 
{ cliimi out the pliysicsof every 
! baseball put in ])lay for a single 
I day. Your hard drive will sound 
j like it’s grating cheese, while all 
I you can do is watch television or 
I read a hook (I’d recommend 
j Mawlhorne's stories, or maybe 
! War and Peace). Yet virtually any 
j other game on the market will 
I give you more interesting num- 
j [x:rs in a hundredth of the lime. 

} 'leam management is an 
} ec|uall}' fnisiniling endeavor. Yon 
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You’re coach, player and general manager of an NFL team. 
Better kick ass if you want to protect your assets. 



For Windows 95 and DOS CD-ROM. 
http://www.philipsgam6S.com 
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The NFL Shield design is a registered trademark of the National Football League. 
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REVIEW • FRONT PAGE SPORTS BASEBALL PRO '96 



• SUIT YOURSELF The graphics are the best thing about 
FPSBB, You can customize the iook of your team untii 
they're as pretty as you are. 


can set iineup.s and pilcliing rotatioas, but 
u'licn it's left to simulate, KPSBB shows 
little understanding of the gainc. Y<)ur 
starters play every game unless iniiired, 
and there’s no way to designate baekii[)s. 
It’s not unusual fora player to be on the 
roster all 180 days of a season and have 
three al-bats during that time. Some 
])ilehers gel abused as well, re|)ealedly 


brought in for relief work c\'cn though 
they’re .solely listed in the starling rotation. 
Andy Ashby of the Padre.s, for instance, 
started 3d games in my inaugural season 
and relieved in 60 others, (lb h’PSBB's 
credit, he went from his usual All-Star-like 
numbers to a Icagne-high 6.d4 i^RA.) 
Rnally, the game has a tendency to put 
outfielders on the pitcher’s mound in 
close games. PilLsburgh’s )aeob Brumfield 
and Los Angele.s’s Karim Careia were 
both among the league save leaders. 
Garcia wos aclualK' the Dodgers' best 
rclies'er, posting a 3.40 KRAin 54 innings. 

NO-HITTER 

All of these complaints could be 
ignored if Sierra had at least put out a 
good arcade game. 1 wish 1 could say this 
is the case. Unfortunately, as an action 
game, FPSBB exhibits tremendous 
[K)fenlial but remains fatally Hawed. 4 his 
is a Windows 95-.st)’le game, with a series 
of .separate windows handling the SVGA 


batter-pitcher interface, defensis’C play 
and player information. Y)u can cus- 
tomi/e your ])laying enxironmenl by rcsi/- 
ing and moving windows. 41ic game 
allow's ses eral levels of pitching, hitting. 
ba.se-ninning and fielding, ranging fmm 
automatic to imjDo.ssible to inconcei\'able. 

Creating windows is ver)' expensive 
from a system rc.source.s perspective, and 
nowhere is that more apparent than in the 
baiting interface. In real baseball, you 
have about one-quarter of a second to 
decide whether to .swing, where to swing 
and how hard toswingabal. In FPSBB, 
you can choo.se the direction and how 
hard to sw ing before the pitch is thrown. 
Ihc pitcher then delivers the ball, and 
you pie.ss a button to begin the .swing, 
liming it to connect with the pitch. 
Oajjhieally, tl lis is done \'ery well. ' 1 he 
pitch arrives quickly, with a realistic llighl 
path, just as you’re iead\’ to swing, ho\\- 
ever, I’PSBB starts to draw' a Swing win- 
dow on (he screen, and by the time it’s 



IW LIKS LS: TOll WITH THE LEGENDS IN SPORTS 




What’s New About Links LS? Every Leaf, Every Contour, Every Chirp... 


...Up to 16.7 Million 
Colors- New Links LS 
has unlimited screen reso- 
lutions and up to 16.7 
million colors — resolu- 
tion independent means 
that Links LS can match 


any monitors maximum 
viewing capabilities (even 
I600xt20(i and higher) 
and up to 16.7 million 
colors means the finest in 
color quality possible. 
You’ve simply never seen 
.my golf simulation soft- 
ware this good! 


Features include new Post-Shot Reactions and Multiple Vieios! 


..Jkmold Palmer- Arnold Palmer at 
Litrobc — the first in our Tour Player 
Series, delivers far more than 18 liolcs 
of golf. The Arnold Palmer expe- 
rience includes a virtual reality 
tour of Arnie’s workshop, 
office and trophy room. Roam 
freely in 360 degrees and examine 
the tools of the trade behind the legend. 

Listen to Mr. Palmer give insights and rec- 
ollections about his PGA aiul Senior PGA 
tours through Access Software's exclusive mul- 
timedia footage. Then tee off as or against the 
digiti7x;d Arnold Palmer, who not only looks 8 
sounds exactly like Arnic, but plays with the same 
style and tenacity that defined the Legendary Grand 
Master of Golf. 


...The Most Realistic Golf Simulation EVER- The totally new terrain rendering engine and ball 
flight give Links LS a realism never before achieved in the gaming industry. As Links has always 
done, wc render not just the hole itself but the entire course and more — you literally can hit your 
ball a half-mile out of bounds! Now, authentic ground, sand, and grass textures combine with 
dynamic shadows and fog, to give you a course so lifelike you can almost feel the wet grass! Our 
engineers have reworked the ball dynamics giving you true-to-life ball flight. Fade your drive just 
like the pros or watch .is your high arching wedge shot actually backs up on the green. 

r.irrtfi Rftarifir R(sr\/ir.p- 


...Kapalus- Resting on the wind-swept 
plains of the Golf Coast, two glorious 
H.iwaiian Island courses have been selected 
to inaugurate Links LS as the first in the 
.series of Resort Courses. The Arnold 
Palmer-designed Kapaliia Village Course 
has a distinctly European flavor and a com- 
manding view of the Wc.st Maui moun- 
tains. The 7,263 yard Kapalua Plantation 
Course showcases expansive slopes, dec 
valley's and unique native vegetation. 

For more info, call 1-800-800-4880 





FRONT RACE SPORTS BASEBALL PRO *^96 • REVIEW 


finished, it’s too late to hil tlie bail. Hilling, 
therefore, requires tliat you anticipate this 
window w'hen you begin the swing, 
lliere’s no opijoilunih' to c\ aluate the 
pitch, and you’ve ahead)’ detemiiued the 
placement of )’our suing. 

I’PSBB isn’t verj' generous about 
granting contact with a thrown ball, 
either. i\io.st pitches .simply can’t be hit. 
no matter how luck)' )’0U are with s’wing 
placement. It’s a prett)’ interface, but 
poor!)’ implemented. Unless )'ou instmet 
the program to throw all pitches to the 
center of the strike zone, )ou will fre- 
quently suffer entire games without a hit, 

'Ilie fielding interface has been com- 
pletel)' changed from hPSBB ’94. W'Tien 
contact is made, a fielding window pops 
up on the screen. Stick-like fielders mo\ e 
after tlie ball as it’s in flight. Despite the 
ads'anced pln^sics model used, there’s lit- 
tle pcrspcctis c on the main window. So 
fielding in\ol\ cs trsing to guide the near- 
est defender to a shrinking circle that esti- 


mates w'hcre the ball will touch ground, 
\Vlien balls are hit into the outfield, the 
angle of view' renders the main window 
iLselcss. ^ou need to use a liny top-view 
window to guide the fielder dot toward 
the touchdown dot. If this .sounds enter- 
taining, 1 can suggest some '7()s Atari con- 
sole games )’ou might like. 

IF YOU BUILD IT. THEY WILL WAIT 
(FOR THE PATCH) 

Aside from the numerous playability 
problems. Front Pac!-. St’ORts B-vsii- 
H.M.1. Pro ’96 looks teiTific. I here are 
carcfull)’ texlured and detailed representa- 
tions of ever)’ N-lajor League ballpark, and 
the pitches and batters look great. 

In a time when game designers release 
so many titles utterly lacking in inspiration 
or imagination, it’s painful to ha\'c to criti- 
cize Sierra heas’ily for a title that promised 
so much. But despite the designers’ 
noblest intentions, the bottom line is this: 
As released, prcmaturelv, b\’ Sierra, this 


product is nothing short of a bug-ridden 
disaster. Sure, with patches the game may 
eventually prove to be great, but why 
should gamers have to pul ip with that? 
We don’ need no stinkin’ patches, /\fter 
shelling out S45 fora baseball simulation, 
is it asking loo much to be able to play it 
out of the box without suffering through 
such almcities as a one-game World 
Series? 

Say it ain't so. Sierra, % 

FAPPEAL: For those who simply 
must have every baseball game 
released. 

>PROS: Nice graphics, interesting 
player-attribute model. 

FCONS: Unreal- 
istic statistics, 
butt-slow simula- 
tions and a 
locust-llke plague 
of bugs sadly 
brings this once- 
promising title to 
its knees. 
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THE PADOM DIRECTIVE: PLAY IT AGAIN, AND AGAIN... 





Tex Murphy returns in the most replayable interactive movie ever made! 


An Enormous Six-CD Cinematic Epic! 


The Story- What is rhe rrutli behind 
the rumored UFO crash at 
Roswell, New Mexico? Why 
did the military suddenly shut 
down and seal off the 
Roswell complex? And 
why the frequent refer- 
ences to the lost Mayan 
civilization? It starts out 
like a hundred other 
cases. S500 a day (phi 
expenses) to track down a 
missing person. As you 
pick up Thomas Malloy’s trail, 
you realize you’re not the only one 
looking for him. By the time you dis- 
cover mat he’s ex-military and knows 
what really happened on July 6, 1 947, 
it’s too late. The government’s biggest 
secret is loose and you’re trappeclin a 
deadly game of cat and mouse with 


,e world. Based on the 




agency 
novel by Aaron Conners. 


The Fcaturw- The most rcplayabil- 
ity of any interactive movie to dan 
Follow one of f/iree narrative paths lead- 
ing CO seven different endings. Choose 
between ru'ti levels of play. 
The first level offers a 
complete 


hint system to help 
you through the 
tougher puzzles. 

The second level — 
for expert gamers- 
hus no hints available, 
but rewards players with 
higher bonus points, extra 
pirzzlcs and locations, Our 
unique “Virtual World" engine 
allows you to slip under desks, rifle 
through drawers, and sec the flies 
tanning in the light fixtures. 
Without the restrictions of ren- 
dered paths, you can explore Tex’s 
three-dimensional world with fiill 
freedom of movement. 


The Cast- Enjoy the differ- 
ence Holl)’\vood cinematog- 
raphy, acting, editing, stunt 
work, music, and direc- 
tion make as the world 
ofTex Murphy becomes 
amazingly real. Starring 
Barry Corbin {Northern 
Exposure, War Games), 
Tanya Roberts ( View to 
a Kill, Beasrmastc/), 
Kevin McCarthy 
{Inviuion of the Body 
Snatchers, Just Caus^, and 
Chris Jones ( Under a 
Killing Moon. Martian 
Memorandum, Mean 
Streets) as 'lex Murpliy. 
Directed by Adrian Carr 
{Qtii^ly Down Under, 
Man from Snowy River. 
The Power liangers). 
Original music by 
Richie Havens and 
Nicole Tindall. 
For more info, call 
1-800-800-4880 
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Champion 


Win tickets to the Final Four® 
Visit our website for info. 
http://www.im.gte.com 


GTE Entertainment 


Final Four* 


64 Division I Teams 
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REVIEW • HHL POWERPLAY ^96 



Price: $29.95 
System 
Requirements: IBM- 
compatible 486DX/66 
processor, Windows 
95, 8 MB RAM, 5 MB 
hard drive space (15 
MB recommended), 2x 
CD-ROM (4x recom- 
mended), 1 MB video 
RAM. Supports Gravis 
Grip. 

Protection: None (CD 
must be in drive) 
Designer; Radical 
Entertainment 
Publisher; Virgin 
Interactive 
Entertainment 
Irvine, CA 
(714) 833-8710 
Reader Service H: 330 


Ice Breaker 

NHL PowERPiAY '96 Offers Inw-Res, High-Energy Thrills 


by Tasos Kaiafas 

ockc)' i,s so a^essiv'c and 
fiisl paced that even ])rofcs- 
sionai, human cameramen 
can’t keep up with the 
puck all the time. In a com- 
puter sim, a wildly panning 
eai nera coiitrollec! by an 
algorithm is not equipped 
to do a better job— not yet, 
ainway. So its a relief and a 
pleasure lhat Virgin Interactive baiter- 
tainmeni’s Nl II , P{)\VKm’i.\v’% bucks 
that trendie,st of i lew' com)juter .sports 


features— the careening, out-of-control 
\'irlual 3D eaniera— and concentrates 
instead on good, solid gameplay. 

THE SPECTATOR'S SEAT 

iNl IL, I^owiuu’i AV ’96 uses a straighlfor- 
wurd, old-fashioned, back-and-forth 
scrolling approach, with no additional 
perspectives to choo,se fnnn. 'Ihough 
.some gamers might bemoan tliis lack of 
choice, i ap])laud it. Unlike many other 
.sjwrfs litic-s. IvVs NilL96 included, _\’ou 
can at least plav Powiutpi ay without ever 
losing your focus. 

Although there arc .some coaching 


options and play calling, PowlUtl’lAV plays 
much better as an action game than as a 
coaching game for ,slal-head.s. 'lhat .said, 
the game doe.s bas e great depth of control, 
as the players on ice actually appear to ha\ e 
some fundamcnlal knowledge of tlie sport. 
'Ihey may not he brilliant, but more often 
than not ihey'll be in ihe rigi it place at the 
right time and do what is ex|)ected of them, 
in this respect, it actiuillv mimic.s a real 
hockey game even l>ef ter than NML 96. 

Ability ratings are more than just cos- 
metic, but actually affect your players’ 
performance. You can clearly obscn-c a 


teammate’s checking ability and speed, 
and other strengths and weaknesses; some 
have a strong .slap .shol, while others have 
a quicker wrist s!iot. It really make.s a dif- 
ference to your success knowing what the 
player with the puck can do. 

Your team’s rating will also affect your 
degree of SUCCCS.S. If you take a fairly well- 
rated team into the [^layoffs, you'll notice 
tliat— regardless of your own jjioficiency 
in the game — y ou can get through the 
early rounds much easier than you can 
later rounds against a higher-ranked team, 
'lliere ate times, however, where a good 
team will dominate a lesser team to an 


unreali,slic extreme. 1 played one game 
w'hcre I won 93 percent of the face-offe 
and kept the puck in their zone for the 
better part of the contest. 

\\1lli the Grasis GrlP, Powcq>lay has 
the \ ersatility' of control tliat console sports 
games, particularly on the Pbiystation, 
have had for some time. With sc\'cn but- 
tons, yon can make moves that used to 
require a simultaneous two-button ]xish, 
.something I could never get u.sed to. In 
addition to the standard pas,s-and-.shoot 
action, the GrlP lets you do dump, dro]) 
and flip passes, as well as slcite backwards. 
Although I like NHL96's double-click 
control, lYiw'eqjlay’s controls are much 
more straighlforxsard and easier to grasp. 

A FAN WITHOUT THE FANFARE 

Nlll,PoM:RPL.\v'96'slackof3D 
graphics and even a hi-res SVGA 
option — almost unheard of in other cur- 
rent games — is bound to turn off some 
gamers. But to judge the game properly, 
you need to look beyond llie fluff, ])ick up 
a gamejjad and play through a couple 
games, for this is a great cxam]3le of how a 
game does not have to make your eyes pop 
out of your head to be enjoyable and 
enlerlaining. NHL PowwtAY '96 is furi- 
ously paced hockey' that should satisi)' the 
anil nal in any hockey fan. % 


^APPEAL: Sports gamers who like 
their hockey fast and violent with 
some element of realism. 

^PROS: Versatile and intuitive game 
control, especially with the Gravis 
GrlP; fast-paced action with lots of 
checking; satisfactory Al and play- 
cailing. 

^COHS: Behind-the-times graphics 
without even SVGA support cause pix- 
ilated players and lackluster visuals. 
An unrealistic 
action level and 
lack of managerial 
options could make 
hockey purists 
scoff at the game- 
play and sneer at 
the lack of depth. 
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Coming Soon 

For more details, ask your local software retailer. 

Developed by 3D Realms Enlerlainment. All rights reserved. Distributed by formGen. All other trademarks are the property of their tesperlivc owners. 
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REVIEW • FRAHK THOMAS '"BIG HURT'’^ BASEBALL 




Price: S44.99 
System 
Requirements: IBM- 
compatible Pentium 75 
processor 8 MB RAM, 
5 MB hard drive space 
(30 MB recom- 
mended), MS-DOS 5,0 
or greater, 1 MB 
VESA-compatible 
SVGA graphics card, 
2x CD-ROM {4x rec- 
ommended), gamepad 
and sound card 
recommended. 

Supports Gravis GrIP. 

Protection: None (CD 
must be in drive) 
Designer: Iguana 
Entertainment 
Publisher: Acclaim 
Entertainment, Inc. 
Glen Cove, NY 
(516) 656-5000 
ReadBr Service 332 




Hurts So Bad 

Frank Thomas “Big Hurt” Baseball Can’t Compete With The Big Boys 



by Dennis McCauley 

hisvcari.s.shapingiip 
as an historic one for 
coin])iitcrhaschal! 
siins, wilh a number 
of big-lcagiic releas- 
es ])rovicling gamers 
with more rouiiclball 
action than ever 
before. It’s loo bad 
lhal when the list of 
noleable games Ls compiled, 

Acclaim’s l'’R\NK'ril()M\s “Bic; 

IIUKf B.ASHULLwillbcjnsta 
distant memor\'. 'I hat’s because, 
in the midst of a hot pennant 
race for the title t>fbest baseball 
siiii.BlcllUKrisstrictlyanon- * 
contender. 

Bic I It iRToffcrs exhibition. All Star, 
regular sea.son and |)[ayoff option.s. as well 
as a home run derby module. Sounds 
inipre.s.sivc, but w hen von start the game 
s ou’ll find that you’re basieallvpiasinga 
sideo game rather than the kind of sojdiLs- 
ticated ba.seball sim computer players are 
used to. Don’t get me wrong, there's noth- 
ing intrinsically bad about arcade- 
oriented titles. It's just that today's lop 
games pro\'ide .substantial league, player 
and statistical management capabilities in 
addition to the field action. Once you've 
mo\ed outside the foul lines, how e\ er. 
Acclaim’s offering has little to offer. 

THE TAN MONSTER 

Bic; I liJlU' has acce])table graphics, but 
they really don’t equal the best of the 
competitkin. 'Ihe game’s .stadium rendi- 
tions are ordinary at best, inaccurate at 
worst, benway Parks famous left-field 
wall, for example, known as the Green 
iVloirster, has mutated, chameleon-like, 
into a tan creature in BlC HURT. Other 
stadium gra|)hics range from unremark- 
able to dreary'. Player graphics, however, 
arc conveniently large and have .some 




HURT ME With Big Hurt's easy batting module, you’ll 
bail just as well as the great White Sox first baseman 

nice movements, .such as pitchers mop- 
ping their brow before getting set. and 
batters cocking the lumber as thev dig in 
at the ])late. 

On the mound, you select vour pitch 
and its speed and location. Bic: I ItiRTis 
fairly accurate in this re.spcct, and it’s not 
loo difficult to master. It .seems almost loo 
ca.sy to throw' strikes, though, even lor 
pilchers who aren’t noted for their con- 
trol. Batting is also easy. Perhaps in kcq}- 
ingwith the .sillying power of the game’s 
name.sake, balls fly out of the park w ith 
case. ’lape-measure liome runs arc 
the norm, and SOO-fool moon shots 
are not imcoininon. OK, they hap- 
pen ill real life, too, hut the 478 
and 523 footers Roljerto Alomar 
jacked out of Camden Yards and'l'iger 
Stadium, respectively, were a bit much. 

Wdial really puls the hurl (.sorry'!) on Ihis 
game is what's missing. Mo.st importantly, 
there’s no all<omputcr mode. If you w’ant 
a game’s results, you’ll ha\ c to play it your- 
self. I hat, my friends, is the ki,ss of death 
for .seasonal replays. Although Blc: 1 lURf 
does offer 26- and 52-gamc options along 
w'ilh the standard 162 game season, thev’re 
all rather ]X)intIe.ss, even if you care to 


gones per screen, 
with no printout 
availalde. I'br the 
.sake of tracking 
league standings, 
be smacking the die computer will 

himself. determine w'inners 

and losers of games 
you’re not involved in, but it apparently 
keeps no stats, or at least does not make 
(hem available. 'Ihis means there are no 
league leaders, no record-shattering perfor- 
manee.s, little to root for and zero cxeite- 
inenl. It’s as if Big l-liiRf’.s designers under- 
stood the mechanics of ba.scball, but not its 
statistical soul. 

'I 'he bottom line on this game is that 
it simply can’t compete. It docs nothing 
belter than today’s other baseball games, 
and lags behind in several key'areas. In 
another time and place, the game might 
not be considered so bad. But in the 
Year of lheBa,scball Sim, Bic; Hurt 
strikes out. % 


^APPEAL: Fans of arcade baseball 
action who value ease of play over 
complex league and stat-management 
utilities. 

^PROS: Good player graphics with 
realistic moves; 
easy batting and 
pitching mechanics. [I 
^CONS: Minimalist | 
approach to slats, 
nonexistent player 
management capa- 
bilities and weak Al. 
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A PERFECT MIX OF SPORTS and 
POPULAR CULTURE WITHOUT THE 
SCHMALTZY BIOS, DRAMATIC MUSIC 




if you bought into Mr. Tesh as a sports announcer, obviously you don’t know jack. 

YOU DON'T KNOW JACK Sports is a totally irreverant trivia game with over 800 all-sports 
questions, featuring all the style and humor of the ori^nal award-winning YOU DON'T KNOW JACK. 

And you don't have to be a sports fanatic to play, you just need a CD-ROM drive and a desire to have a ball. 

JACK Sports is a hi^ octane mbc of pop culture and sports trivia delivered quicker to your computer than a lOO-mph fastbail 
with a wicked sarcastic spin. Get a taste at www.berksys.com, because unless we missed something, rookie, you don't know jack. 



23 AWARDS 

AND WE 

JUST GOT STARTED. 
SO PLAY OR GET OUT 
OF THE WAY. 


The irreverent quiz show party game 


CD-ROM for Windows® 95, Windows 3.1 & Macintosh® 
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OFFICIALLY LICENSED PRODUCT OF 


PLAYERS; 


utt/tr 


snort /o/i» j|>ri0 >rrfa(^ 


l.arairn' 


enan9»r 


TI 50 NFL Quaaerback Club Is a trademark of Iho National Football League, All rights reserved. PlayStation and the " A" logo are trademarks of Sony Computer Entertainment, Inc. Sega and Sega Saturn are trademarks 
a division and registered trademark of Acclaim Enierlainment, Inc. ® 8, © 1996 Acclaim Entertainment, Inc. All rights reserved. 








REPUYS FROM ANY CAMERA ANGLE 


I odiciat trademark ot the Naliorial Football League Players. Acclaim i 


ol SEGA ENTERPRISES, LTD, All righls resorvod. Olliclally Licensed Produci ol the National Foolball League Players. Ttie PLAYERS INC logo i 
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Now on PC CD-ROM for Windows '95! 

Al^ Frank, and Danoooplay-by-play analysisoooreal time play callingBo«internet playoec. 
stats downloadoo*30 NFL teams/1500 star players, csWin '95 native„ooTV-style replays,,, 
advanced 3^,,, multiple camera angles,,, check us out at http !/ /www,otsports, com 



Available for PC CD-ROM for Windows '95, ABC's Monday Night Footbali is a registered trademark of ABC Sports, Inc. Stats is a registered trademark 
of Stats, Inc. Officiaiiy iicensed product of Players Inc. The Players Inc. logo is a trademark of the NFL Players. NFL team names, logos, helmet designs 
and uniform designs are registered trademarks of the team indicated. NFL and the NFLshieid are registered trademarks of the NFL'7© 1996 NFLP. 
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Experience 
lire adrenaline 
rush ot REAL alt 
comhat! Enter the 

u ,=ri« .rC. 


SWEEPSTAKES 

[| 1.800.56.TOPGUW 

HTER PILOTS USA 


F-16 FighterStick 


Tt seems like evcrv'one tlicsc days is throwing together 
some plastic handles with a few buttons and passing them 
off as joysticks, But I’m a serious gamer. Wlien I want a 
joystick, I look for a real one. 

From CH Products. 

The engineers will tell 
you CH joysticks are 
better because of things 
like potentiometers 
rated to 2 million 
cycles, triggers rated 
to 10 million shots 
and a rotational life of up 
to 5 million cycles. The 
marketing folks point out how 
CH joysticks and trackballs have been used for 
20 years in medical instruments, robotics, games: 
even movie special effects. 


1 


But gamers like me know CH joysticks just feel right 
and work better. They’re made here in the USA, and 
come with a great warranty. CH joysticks seem to last 
forever, too. And believe 
me, it’s no fun when a 
wannabe joystick goes 
south in the heat of battle. 

I know the royal run- 
around when I see it. 

So when somebody tries 
to sell me an anybody- 
can-make-one-of-these 
joysticks, I tell him to keep it. 
I’m hanging on to my CH. 


'Ml 


, CH PRODUCTS 

t 970 Park Center Drive 
I Vista. CA 92083 
'' Phone 619 598 2518 

isl Fax 619 598 2524 
jiLmU CompuServe: Go GAMEDPUB 
PRD Dll CIS America Online: Keyword: CH Products 
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I Paul Grace, Brent Iverson, and 
I the rest of the San Mateo contin- 
I gent of Jane’s Combat 
j Simulations have been vi/orking 
I hard on the final two products 
I based on the US Navy Fighters 
j simulation 
I engine. 

I The first 
to hit the 
I shelves will 
be NATO 
[fighters, an 
I expansion 
I disc for 
I Advanced 
I Tactical 

[fighters. The F-16, Saab Gripen, 
Sukhoi Su-35 and EuroFighter 
2000 will be added to the flyable 
[stable in ATF. Also on tap are 
new weapons, including backfir- 
ing missiles and cluster bombs, 
Jane's reference data on the new 
aircraft, and an all-new 40-mis- 
sion Baltic campaign. 


More exciting is US Navy 
Fighters 97, slated for release in 
October. This Windows 95 port of 
USNF takes the battle to Viet- 
nam, where you’ll be able to fly 
the F-8 Crusader, F-4 Phantom II, 
MiG-17, and 
MiG-21 on 25 
missions based 
on actual naval 
air operations 
in the Vietnam 
War The net- 
work and 
modem play 
from ATF has 
been retrofit- 
ted into this version of USNF. 

The Jane's connection brings 
35 minutes of video, as well as 
photos and technical data. Along 
with the Vietnam missions, you’ll 
also find all the original USNF 
and Marine Fighters aircraft and 
campaigns. 


VIEW TO A KILL The new tactical view lets you keep an eye on the 
combat going on around you. 


££ With 
modem play, 
a mission 
planner and 
dozens of 
tweaks, 
EF2000 is 
finally fully 

realized. 99 


nicnts to the siimilatioii engine, and you’ll 
find the biggest deci.sion isn’t W'hethcr to 
purchase the add-on but in which fonn to 
buy it. 

'IactCom is an add-on di.se for the 
DOS version of EF20()0. It incorporates 
all the fixes included in the 2.02 patch, as 
well as the new' multiplayer and mission- 
planning capabilities. But yon may want 
to instead look at Sui’KR EMOOO. Jliis is 
a Window's 95 port of El'7n00 that 
includes all the capabilities of tlic origi- 
nal ])ackage and has'l’AClCOM built in. 
[■'unctionally they’re identical. TaCT- 
CoM will be less expensive, but SUPER 
1''.17000 will let Wn 95 users pia\’ with- 
out rebooting. 


I igital 
Image 
Design 
(DID) just 
can’t leave 
a good 
program 
alone. 'File 
compam'is 
I on the 

verge of releasing a major enhancement 
[>ack for E17000, as well as a versicjii for 
Window'.s 95. Both breathe new life into 
one of the be,st simulations of 1995. 


SUPERCHARGED 

1517000 set the current standard for : 
PC flight sims w'hen il was released last 
winter, but it w'asn’l perfect. By Ihe time 
the third patch (version 2.02) w'as icicascd, 
though, the program was clearly good 
enougli to earn a CG W Premier Award. 

Now DID is taking the sim a step hir- 
Iherwilh llieF.I7n00TAClCOMCIacticaI 
Communications) add-on. Tlie ‘'lacticar' 
refers to ihc new' mission [jlanncr cajjabil- 
ities, while “Communications" refers to 
numennis new' niultiplayer options. Add 
to tliat a number of hscaks and improvc- 
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►EF2000 (with 2.02 
patch) Getting too close 
to a seaborne target can 
be suicide, as ships tend 
to be very well equipped with SAM batteries. The best way 
to take out a ship is to run in at about 400 feet above the 
water to avoid radar detection. As you near a point 70 nau- 
tical miles from the target, kick in the afterburner to 
increase your speed, Once past TOnm (the max range of 
the Sea Eagle radar), pop up to 2,000 feet. Use the C key 
to cycle targets, checking the Zoom function of the left radar MFD to ensure you've targeted the proper ship. 
Once you've launched the missiles (use both missiles on one target, as the Sea Eagle hit percentage isn’t 
that great), immediately turn 180 degrees, drop back below 500 feet, and check your DASS warning system 
for incoming missiles, The Sea Eagle has its own guidance, so once it's on its way, your job is done. 


SOLO FLIGHT 

AdoIIkt welcome addition is Ihe 
Ciistoin.Air-'’ib-Air mission gencmior. 
ilcre \()n c;in enter nir-to-air combat 
(fully armed or guns-only) w'ilh any of 


the aircraft in F.FZDOd, Select altitude, 
location (glacier, fjord, city, etc.), time, 
weather, and difficulty, a.s well as who has 
the element of surprise. 'Hien choose 
zero to seven wingmeii and up to four 
t\pcs of aircraft to battle, with as many as 
sLx of each mode! in Ihe air. Practice gun- 
nery on eas)'-targct An-225s, or take on 
24 F-22s, if you have a death w'ish. 

And of course, there’s the multiplayer 
mode. In addition to network plav, the 
updated version supports modem and (in 
the TaCiCom \er.sion) direct serial con- 
nections. 1 here arc more options liere. 


MISSION MOXIE 

Witlithe 
Mi-ssioii Planner 
feature, EFlOOO’s 
WARCEN cam- 
paign mode is 
finally fully real- 
ized. in addition to 
pregencrated mis- 
sions, you can now 
de,sign your own. 

/V aiiabic in both 
singlc-plaverand 
multiplayer cam- 
paign modes, the Mission Idaimer allows 
you to choose the ty]}e of target you w'ant 
to attack, w'liat hardware you'll use to 
attack it and the wa\i)oinLs and altitudes 
to use for ingress and egress, ^bu can c\en 
assign indisidual targets (such as hangars, 
control towers and oil tanks) to each air- 
craft, Numerous new map options let \ou 
view terrain contours, radar coverage, and 
SA\'l ranges so you can better plot }'our 
w'aspoints. 

Depending on the mission structure, 
you can also choose u[) to four different 
aircraft t\pes fora mission. I'br instance, 
you might assign 'ibmadocs to take out 
SAM sites, F-117s for an initial strike, vour 
flight of EkZOdOs for a .second strike, and 
l‘'-22s as fighter e.scorl. At some points in 
the cam])aign, the VVAI^CIEN mission 
generator may hog all the available air- 
craft. and vou might bas e to flv a few 
canned missions before \'ou can again use 
the Mission Generator. 


MISSION: PLOTTABLE The new Mission Planner lets you set targets and flight r^akeup. 
Radar and SAM coverage are shown, so you can set the safest possible waypoints. 


including team play and base defense. 

In addition, you’ll find a number of 
ncw\icw.s, the best of which is Smart- 
Mew. I lit Shift-\^ and v’ou’il he treated to 
an external \'icw of the nearest action, 
w'hcthcr its a dogfight o!' a ground strike. 
No more scrolling tha>ugh 50 j^lanes sit- 
ting on tlic ground to find some acthit)-. 
;\]id those of you who were piimmcled by 
flic .super-accnriitc enemy airemft in early 
patches will appreciate the new' .skill-level 
settings. Some might find it annoying to 
have to spend money on features that 
arguably sliouki have been in llie first 
release. To ils credil, IDID has addressed 
the deficiencies and bugs of the original 
EFlOtJO with free patches. T aciGom 
adds significant new capabilities and 
incoqjorates dozens of user su^estions. 
Its well worth the small inveshnent to 
revitalize this excellent sim. % 




CC 


OCTOBER 1996 






A breakthrough in sound so real, 
your PC will have its own groupies. 





The crowd keeps growing 
until they have your house surrounded. 


Systems, the professional audio experts, 
inside your PC It delivers the mind-bending 
realism of wave-table synthesis-which uses 
actual recordings of real sound effects and 
musical instruments. And it plays up to 32 
notes simultaneously, adding new detail 
and richness to your favorite games 
and software. 

AWE 32 is the first sound card 
that supports 3D Positional Audio’" so you can 
hear those dueling guitars coming at you from 
different places in the room. It also features 
Creative's 3D Stereo Enhancement Technology’ 
which makes your whole 
system sound richer and 
mef^oweiifiini 


apologies to the neighbors.) 

Our downloadable SoundFont’ technology lets you 
add new sounds and instruments to your card. Add up to 
28 MB of memory to create your own audio library. We 
even included a microphone and software for recording 
music and sound effects. And, of course, the AWE 32 
is fully Plug and Play and works with Windows 95, 
Windows 3. 1 and DOS. So installation is a 
no brainer. chtcfcoHiounifu-iiiiro/ 

SohhJ BItliUr'' Sptiihers. sold 
Want to siptiTtilcly 111 your lociil Jeiiler. 


Then the chanting begins. "A-W-E. . .A-W-E. . .A-W-E." 

It seems that Sound Blaster AWE 32™ PnP is the first 
sound card to develop its own cult following. That's 
because it makes every other sound card seem like a blast 

from the past, B|agtGr fllUE3S PpP. Hear lUhat Vou've Been Blissin 

The AWE 32 
puts professional 
sound technology 
from E-mu' 


complete your multimedia 
dream system? Pick up the new 
Blaster CD''8x CD-ROM and Sound Blaster Speakers too, 
at your nearest Creative Labs dealer. But take along your 


Your CurrenJ Sound Card ' 


bodyguard, in case 
the groupies 
get carried 


Q 


away. 

luujuj.creativelaDs.Goni 


idiMmjtMic.PLvT *05 J73.,}37ur rusKMnrrSnsxev 8iiO >337 lUS 0 CmtncTcchnnbsv tjd AJt n«hts rrsmrd Sound nnuriod the CrrutvoUbv lotto MrfOfrrunrdvodcniuVt ol Ciuiivt Tothtioioirv Ltd SoundBUtlct AQTt3.r mi 30 Poutioml 

Audio LodOettne USStmgSoKuvemmtTfoluwioty « uodmijVtot Ciwur.Tesl'ooloCTltd Souiuffool u a retnuoid uidomiiV oJ E-obi Sjstnm, loc Pi'iodo.s o i reanttrtd iiid«n*tl o1 Aknootl Cvpot.cioA Scwolu.itoovm«d«iM tot Kiofc without notuo 
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Sm3Sh through 

BiSSt enemy helicop- 

AttSCk enemy fight- 

enemy lines with 60 

ters, tanks and troops 

ers, demolish enemy 

tons of armored steel 

with a full arsenal of 

headquarters and 

and 120mm cannon 

rockets, missiles and 

take the controls 

fire in /M1A2 Abrams". 

20mm cannons. Do it 

of all the great fight- 

From the creators of 

all as you race across 

ers of WWIi in Air 

Ml Tank Platoon®, 

the treetops in Hind'", 

Warrior® II. Also includ- 

comes the tank simula- 

the helicopter simula- 

ed is a gateway to 

tion called “One of the 

tion from the develop- 

internet gaming with 

year’s hottest games" 

ers of Apache'", Best 

20 free hours from 

by PC Gamer. 

Sim of the Year-:...^^^^ 

CompuServe®.; 








©1996 Interactive Magic. All Rights Resorvad Ml Tank Platoon is a registered trademark of MicroProse, Inc, Air Warrior is a registered trademark of Kesmai Corp. /M1A2 Abrams, Hind, Apache, American 
Civil War From Sumter to Appomattox, and Destiny aro trademarks of Interactive Magic, Harpoon is a registered trademark of Larry Bond and Chris Carlson. • ‘Voted 'Best Sim of the Vbar“— PC Gamer 

Interactive Magic, P.O. Box t3491, Research Triangle Park, North Carolina 27709, 800*298-6872 






Pulverize 


Dominate the 


Union 


harpoon and tom- 


or Confederate lines as 


ahawk missiles at enemy 


world as you build a 


you decide the fate of 


battleships and carriers 


nation through military 


the Nation. Called "The 


as you command the 


and scientific discov- 


only strategic Civil War 


Navy's most powerful 


ery. Destiny'" is the 


game worth buying,' 


ships. It's Harpoon' 


multi-player strategy 


by Computer Gaming 


Classic 97, from the 


game where you civ- 


World, American Civil 


award winning design- 


conquer 


ers of Harpoon Classic, 


the world, from the 


War includes a multi 


voted ‘Wargame of the 


media history of the 


Year" by PC Gamer. 


Simulation and Strategy Gaming 


■0 1996 Interactive Magic 



SNEAK PREVIEW • PRIVATEER 2: THE DARKENING 


Moody Blues 

Privateer 2 Combines A Slick, Futuristic 
tnok With A Good Stoiy And Real Stars 


ISNEAK 

^PREVIEW 


by Terry Coleman 

F or ihose of ns ilcsliiicci to 

spend oiir entire li\'es planct- 
boiind, the skies inciin a warm 
shade of azure blue, the famil- 
iar atmosphere of fluffy clouds, 
winds, and rain that gravoly 
(raps In surround and protect 
our fiagile world. Rut space — 
deep space — is cold and dark 
and lonely. And in the aptly 
named 1^wvai1';|';r2:Ti w . D.arkkning, the 
heavens are frighteningly heautihil \i.stas 
of midnight blue, broken only occasion- 
alK’ by the glint of distant ,siin.s, the faint 
glow of a reflective moon, or the bright 
flash of a. space vessel being destroyed by 
pirates, lire space "roads” y'ou tiavel are 
long indeed, and despite 200(1 years of 
technological development in the mo.stlv 
peaceful Irailan, Isaac and I lorn .systems, 
humans have barclv pul a dent in the vast- 
ness of the cosmos. So, if yoi I’vc evei' felt 
(hat (he universe could go on with its busi- 
ness jiisl fine, neither knowing nor caring 
about (he puny goings-on of humanity, 
this is your game. 


GREETINGS, SER 

( liilwattllv, tlie two millennia of peace 
should lia\e brought prusijcrit}' to all the 
inhabilanLs of tlic three starsystems. But the 
Darkcning univci'se is Machiavellian 
Ihnnighand through. 'I here are the subtle 



namiugconventions,suchas“Scr"for “Sir.” 
Mven lire mane of 1 x'\' Anis, your character, 
would lx; ix^dectly at home in a Benais-sance 


novel about the Merlicis. But it’s the s'asl 
w cb of conspiracy that distinguishes this cos- 
mos. Comiptinn abounds, from (lie mfhles.s 
C;i5 .secret jxrlice (think )amcs Bond’s MIS 
mil hyoid Niccolo himself), to the Kindred, 
a powerful galactic groip of racketeers, mi ir- 
derers and lhic\’cs that combine the worst 
()ualities of the Mafia and (he Borgias. 'I hese 
two lesiatlians stniggle o\er legitimate trade 
routes, black market [xofils, esen control of 
gos'cmments. 

Into this tangle of deceit, intrigue 
and double-cross, von awake as Lev 
Arris, deprised of your memory, your 
ship, your friends, the whole of your 
life-only knovs ing that you surv'ived the 
crash of a star freighter by ejecting iu a 
lifepod. \Vliilc you arc in the hospital 
convalescing, agents from both the C15 
and the Kindred eome to collect you. 

In the ensuing firefight, you are 
stunned and sent off in an au(o|)iloted 
starship, while many of the doctors and 
nurses who cared for vou are ruthle.ssly 
slaughtered. 


WHAT JUSTICE? 

Now a man on the run, you must make 
your listing on ll le outskirts of the law', w'ith 
little more than a few 
credits and a blaster 
at your hip. Shady 
connections can gel 
you laser cannon for 
your ship at a low 
cost, food of ciues- 
tionablc origin, and 
escort mis.sinns 
w'here you're better 
off not knowing (he 
Inie identih’ofyour 
pa.sscngcrs. 

Wingmen will escort 
y'oiir cargo, some- 
times at bargain 
prices, and will just 
as likely betray you to 
the Kindred or the 
military' for a few' extra credits. Dealing in 
legitimate cargo is relatively safe, but .slow'. 
Selling firearms on planets embroiled in 
eisil w'ar is a hair-trifger road to 
riches. . .and a magnet for the C15. 

Still, (here arc gray areas w'here you can 
trade quite profitably'. 'Ihcrcs always 
.someone willing to buy a nerve toxin to 
poison an enemy or .some illicit body parts 
to lengthen their life, or .someone who 
needs some cut-rate Cemlean gemstones 
to fill out their jcw'cl collection. ! ike the 
legendary' jjirates of (he Caribbean, you 
soon dcs’clop a sixth sen.se of W'hcre to 
trade lumber and Bex beer and where to 
sell illegal j^lcasurc borgs. 

If the trading aspects w'cre all there was 
to the game, it would be interesting but 
nothing special. Set in the WlNG C( 3 M- 
\UNDl'.R universe, howeser, DaRKIvNINC, 
promises a lot of spaceship combat, and it 
certainly' dcliv'crs. 1 he ships are even bet- 
ter than (ho.se of WlNG IV: artfully shaded, 
dark and deadly', they look perfect next to 
the moody, murky depths of the galaxy. 



► WHEN DARKNESS FALLS Space is the perfect backdrop for the 
cockpit view of The Darkening. Everything from the weapons 
loadout to shield/armor status to the streams of laser-induced 
death are easily discerned at a glance. 
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Alniosl iill the pliiHcls h;ive .similar ten- 
siorrs. 'Ihcrc arc aiUikiiow ledge cyber- 
])iiiik.s who’ll kill vou it the)’ catch you 
reading a book (we don’t kno\s if 
eoiinls), and planets where sou can be 
arrested for ealiiig or .selling real meat. 

The fact that you can trade such ‘'illegal” 
items on these planets show s that tlie vari- 
ous worlds are well tlunight out, with rich 
histories and \ ibrant. active |mpulations. 
I'A'civ’worid, e\ er\' character you meet 
has its ow'n special agei ida — wl lich 
makes lT\KKKNiN'('. a wild ride indeed. If 
\’ou survive the attacks of rival privateers, 
you’ll have to outnin the inilitarv' patrols. 

’1 hen you’ll no doubt nin smack into a 
gunip of cyborgs who’ve vowed to annihi- 
late humanity. As,suming you survive that, 
you may find that your noniilegal cargo is 
subject to confiscation by cormpt local 
officials. And just how did you get such a 
extensive reputation, when no one can tell 
vou anvtiiing about who you rciillvare? 
PitiVAiiuat i’i'iih: [.TakkivNINc; may seem 
at limes to offer more c|uestion.s than 
answers, but like life two millennia in the 
tnture, it’s a. scintillating journey regardless 
of the solution vou seek. S 


’Ihere arc fast cutter ships that let you flee 
at the first sign of trouble, medium ships 
with better shields and jxrvver. and heavy 
vessels capable of standing up to a militarv- 
tiestrojer. 

dhe mi.s,sions themselves involve more 
than just deciding on a trade route. You 
ma)' have to rescue a rliplomat slmncied in 
an ejection pod dec]3 in sj^ace, salv',ige the 
cargo from a damaged vessel, or smuggle 
medical .supplies to rebels on a war-torn 
planet. You may even ignore the plot of 
the game entirely, and go on a Sit) 

MIvIEK’s Pllt/\'IE.S-like trading and [sriv'a- 
teering spree for hours on end. 

But to get the full impact of the game, 
v ou owe it to voiirsclf to dive headfirst into 
the interwoven complexities of the story' 
line, ll’sagood mystery yam, as Lev must 
discover exactly how hi.s life as a [)rivateer 
fits into the sclicines of the Kindred and the 
CI5. Arc they brjth really try ing to kill him. 


[ THE LIGHT THAT BLINDS The explosions of the detailed 
ships are impressive indeed, as are the magnificent 
light-source-shaded ships themselves. 

and if so, why? Wliat connection, if any; did 
he have witlr tlic-se nefarious organiziitinns 
in his previous life? Wlio is tlie beautiful 


woman whose face haunts him, 
dancing at the edge of his memory ? 
As l^vstniggles to find answers, 
the game nicely parallels his search 
for his past. 'Mie clever and some- 
times .suriDrising plot twists jog Lxv’s 
memory: You learn tilings about 
yourself (as lev) that you must 
come to grips with to siicce.ss(iilly 
finisli the game. 


CUT ME 

Tlie cinematic cut scenes arc 
even belter than in WiNC CoMMVNDKit 
1 1 1 and IV, w ith several top-notch actors— 
joiin Hurt, David Warner, Christopher 
Walken, among others — chewing up the 
scenery' with relish as they advance the 
plot. Many games (and films for that mat- 
ter) have tried to out-do Blade Rwiiicr. 
D/MtKfvNlNG is the first that effectively 
combines a slick, futuristic look with tlic 
tease, other- 

worldlv atmosphere so nec- 
essary' to a l}eiicvable sci-fi 
.setting. On the world of 
Bex, lor exiimple, dirigibles 
are the main mode of trairs- 
portation, because the reli- 
gious sect that settled the 
planet didn’t want to pollute 
its beautiful countrv'side. 
’Ihesame planet, moreover, 
was also settled by a group 
of scientists who had diffi- 
culty adjusting to the reli- 
gious lifestyle of the monks, 
'I heir w'ay of dealing w'illi 
the situation was to do alcoliol research, 
resulting in the widely renowned Bex 
beer. 



NE(llAIIS(llSlllp,liUlllly? 


Joe the Bartender (John Hurt), will 
gladly help you find “bargains" once 
you've achieved enough notoriety. 


Ships are more advanced (and expen- 
sive) than in Wing IV, but this time the 
Confed government isn’t providing them. 


Weapons, on the other hand, are pretty 
affordable— especially the Banshee mis- 
sile, fondly called the “shield buster" 


And don’t ignore the news bulletins; 
they often contain tips on new weapons 
and tactics. 




OCTOBER 1996 


cc 


SIMULATION/SPACE 






SIMULATION/SPACE 


REVIEW • GRAHD PRIX II 




Price: S69.95 
System 
Requirements: 
486DX4 100 MHz, 
SMB RAM, VGA video, 
2x CD-ROM drive, 15 
MB hard drive space, 
Sound Blaster or com- 
patible, MS-DOS 5.2, 
mouse. 

Protection: None (CD 
must be in drive) 
Designer: Geoff 
Crammond 
Developer: MicroProse 
Alameda, CA 
(510) 522-1164 
Reader Service H: 333 


A Winning 
Formuia 



Grand Prix II Leaps To The Front Of The Racing Pack 


by Gordon Goble 

E ver since the original WORLD 
ClRCUri'scnt virtual drivers 
hurtling down ihe track back in 
late 1992, s|5ced racers liavc 
been wondeiing just wliat 
Geoff Crammond and his 
British MicioPiosc team would 
conjure u]) for an encore. 

How about the best racing 
game ever? 

Ck-vnd Prix 1 1 is the official name of 
the sec|uel to Woiil.D CIRCUIT {its niar- 
keled a,spart of the "World Circuit lancing 
Serie.s”), and for a number of reasons, it’s 
the strongest PC racing lillc to date. Un- 
doubtcdlv; that judgment will provoke 
those who’ve been feasting on a stead)' 
diet of hard-core Papyrus sims and those 
who prefer the arcade slyle of racing. If 
) ou’rc one of those skejotics, read on. 


KEEPING TRACK 

Grand PrlxH (CP II), like its predc- 
ces.sor, is a simulation of I'brmula One 
racing, liere, you'll find 16 tracks that’ll 
take \ ou from the storied straights of 
1 lockcnheim to tiic ma/xiike confines of 
Monaco, from gear-crazy Interlagos lo a 
jajjanese double. Pach track is an exact- 
ing replica of its real-life counterpart (as of 
the 1995 .season an)'W’ay), including recent 
alterations such as safet)’ modifications to 
Britain’s Silverstonc circuit. 

Now a better reflection of tlie reality tliaii 
WoRL.D CiKCuri'-era technolog)' could 
offer, each track sports authentic turns, 
j)avement that is bum[>ier in some sj^ots 
than otliers, and multiple scmiauthcntic 
red-green start lights suspended from stan- 
dards on the front stniight. 

But it’s w'hat lies just off the track that 
really hits home in the "Wow'!" depart- 




^ SSSMOKIN! Tons of scenery and lots of scorched 
I rubber; the visual advantages to skipping qualifying 
I and starting from the back of the pack. This will 
I teach you how lo deal with traffic in very short order; 


ment. GPii sup])ort.s curbing, as did its 
[predecessor. But now, aside from being an 
invaluable driving aid. curbing will actu- 
ally tilt the car into the air, with an accom- 
panying “ciTiir" sound as each .spinning 
tire passes over the curb. It’s wonderful 
engineering to be sure, complemented by 
what occurs when one is in tire unfortu- 
nate position of running over the curbing 
and completely off the track. 

NMiilc grass retards these scorching 
land rockets to speeds more befitting a 
lawnmowcr, the addition of sandtraps fur- 
ther increa.scs Ihe 
frustration factoi; 

Sand traps are 
designed to slow an 
out-of-control vehi- 
cle as it careens 
toward a wall or bar- 
rier. But just try and 
extricate yourself 
from one as your car 
tosses clumps of 
sand into the air and 
humps and grinds 
up and down, 
maybe damaging a 


CAR SHOWS 

Being mired on the beach is a 
nice place to drink in the aston- 
ishing graphic world of CP II. 

1 .ike most SVGA racii ig products 
these da)’,s, it’s processor-intensive 
(read; processor insensitive), and 
a Pentium 90 should be consid- 
ered bare bones for high-resolu- 
tion mode. 

On the track, cars are adorned 
with logos and detailed color schemes. 
'Iliev' Sj>ark when they ground out, expel 
unbumed fuel as bursts of flame and kick 
up tire smoke when ihe wheels spin. In 
)'our own car, you’ll find that smoke works 
in perfect sync with tire squeal, and that 
long trails of it are quite evident in the rear 
V iew mirnirs. 

Speaking of the rear views, they may 
indeed be the most awesome facet of the 
game, 'llicv acluall)’ provide a faithful 
reproduction of evcrvthing behind 


vou — ccrtainlv the first time that's been 


► START ME UP A gorgeous shot of a full pack of starters at the 
Monaco Grand Prix. That big metal block mid-screen is the 
back of the starting light tower 


front wing. Tbu’ll feel first-hand 
the downside of .sand iii real- 
world racing. 
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KOGADO 


Catch us on the Web: 
http://v/ww.megatech-software.cQm 


Minimum Requirements; 0/S - DOS 6.0, Ram - 4M8, Video ■ VGA, 

CD-ROM -2i<, Hard Disk- SMB, Sound - Sound Blaster & MIDI, Input -Mouse 


® 1995 Megatech & Design, Inc. 
Torrance, CA 90501 ‘All rights i 
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REVIEW • GRAND PRIX II 


seen in the I’C nieinggiiine. Wlh iill 
(leliiil options cranked up, their retlcc- 
lions are a siglil to bcliold, textures and 
all. Kemember though, it’s qucstionalde 
whether the computer has yet been built 
that can sui)port all the graphical def.iil 
in front ciiul behind yon without .slowing 



► TUNNEL VISION AT MONACO With 


graphics at full detail, it’s near impossi- 
ble to run a successful race at under 
five frames per second, and the current 
position attests to that fact. 


the game to a erawi, 

Of course, another morbid graphic 
detail we all enjoy i.s the pile-up. /Miliongh 
C-P Us crashes don't live up to iNHiCMt II 
in terms of car hodv parts lost, w iiigs and 
tires w ill detach and bodies will break. 


I'iirlhcrmorc, an entire chassis can and will 
become airborne in moments of exireme 
stress, flipping about .someu'hal unrealisti- 
cally in what seems to be slow' motion 
before crashing back to earth. 

'1 he sccnciy’ here is w ilhout ])eer. ’ I he 
pit area features \isible crews for all the 
teams, hands that come across the screen 
to clean \ our windshield (it ne\ er really 
gets dirt)'), and so on. 'I he landscape and 
sk)' has'c to be seen to he belies ed, and 
the barriers and signage look to be straight 
oiitofa'IVbroadcasl, 

BEHIND THE WHEEL 

'llie CP 11 cockpit retains much of the 
feel of WolUJ) Clitci iri', with cIcmcnLs 
that, although not Inie to life, are definitely 
appreciated on a eom])iiier monitor. With 
a c|uick glance, you can cheek ou sii^esi- 
cc! gears for upcoming turns, wiiich dri- 
s'cr’s aids you have turned on, your current 
position and !a|3, car damage and more. 

As fast laps are turned, the)' are i^ostcd 
aero,ss the top of the screen, as arc retirees 
and ears in the 'lurn workers display 
green and s cllow flags as the situation dic- 
tate, s, and you can jump into a conipeli- 



► AIRBORNE AT SUZUKA The green flag’s 


just dropped, and someone’s been a lit- 
tle overly aggressive. It’s common to be 
able to pick up several spots at the start 
by sprinting down the sidelines. 

tor’s car to monitor wliat he’s doing. 

'llic undcnvlicliningv'ictory celebration 
is a letdown, but [josl-race statistics are 
compreliensise and printable. The sliort 
(20-sccond) and unimaginati\'c repla)' pre- 
sents more of a [)rol>!em, simply because 
occasionally it’s incorrect. On one occa- 
sion, after having bcen'l’-boned and 
destro)'e(l by another car, my replay 
sliowed that 1 hadn’t! As tlie game lets you 
pick up again right where tlie replay ends, 1 
miraeiilousi)' liegan driv’ing again, 
unscatlied. Wliat w'as good news for me 
this time wasn’t good news for the CP 11 


G rand Prix II is accessible 
to beginning and 
advanced drivers alike. 
With helpful tutorials scat- 
tered throughout the manual, five levels 
of opponent strength, 
and seven driver’s aids 
(automatic brakes, 
automatic gears, self- 
correcting spin, inde- 
structible car, visible 
ideal driving line, sug- 
gested gear, and throt- 
tle assistance), anyone 
can get the car around 
the track within min- 
utes of taking the 
wheel. 

But getting really 
good, good enough to win in Ace mode 
or turn an all-time festest lap— that's 
another story altogether It’s much 
tougher than it ms in World Circuit. 



into a comer and using the other cars 
as your brake (for the most part, any- 
way). No longer is the competition con- 
fined to the ideal driving line. No more 
will a couple of minor setup tweaks and 
a kamikaze driving 
style see you 
through to the finish 


►GRAPH CAPER It’ll take a while to 
master data logging, but when you 
do and can apply the proper correc- 
tive measures, your times should 
take a dramatic tumble. 


In GP II, each dri- 
ver has a mind of 
his own. Race lead- 
ers, for example, 
seem to get a sec- 
ond wind and 
renewed vigor once 
they’ve been passed. 
Overall, the Al is 
magnificent, and I've 
experienced numerous dices where my 
rivals have assumed frighteningly human 
qualities, including erring when being 
pushed hard from behind! 


No longer is it a matter of driving fast The driving model too is bang-up, 


with all the foibles and quirte of the real 
thing. In particular, GP II is an exercise 
in controlling wheel spin. From the start, 
where moderate acceleration will keep 
the tires gripping the track better than a 
"foot to the floor" approach, to sudden 
braking that might just put you in a fatal 
skid and opposite lock skids through 
turns, it's all here. Mastering the beast 
is difficult, but possible. 

For starters, you should kill as much 
of the lovely graphic detail as possible. 

A smooth frame rate's going to help 
you more than a view of the pretty 
clouds. Then you’ll want to pick a track 
and stick with it. Learn every nuance- 
only when you drive it with absolute 
consistency can you begin experiment- 
ing with mechanics. Remember to avoid 
wheel spin and accelerate and brake 
smoothly. Feathering both the gas and 
brake pedal is not a bad idea. 

Once your performance is consistent, 
remain in practice mode and jump 





Jlilia ■’k 


All in all, Semers II looks like a 
substantial improvement on an 
already excellent gaming system.^^ 


5 A must for fans of the original and 
gamers who like God sims. f ^ 
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SAVE YOUR BRAIN... 

STOP MEMORIZING THOSE DUMB KEYBOARD 
commands! Designed to provide the most exhilarating 

GAMING EXPERIENCE, THE MASTERPILOT CONSOLE MAKES 




CUMBERSOME KEYBOARD COMMANDS OBSOLETE. 

SAVE YOUR HAND... 

USE IT FOR MORE IMPORTANT THINGS LIKE YOUR 
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joystjck! Commands for over 25 flight games are 

PROGRAMMED ON AN UPGRADEABLE ROM CARTRIDGE. JUST SLIDE IN 
A CUSTOM CARD AND ALL THE COMMANDS ARE AT YOUR FINGERTIPS. 

SAVE YOUR SOUL... 

GOD WANTS YOU TO BUY THIS! SO CHECK OUT YOUR 
LOCAL COMPUTER STORE 
AND BUY ITI 
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^ WATCH THE ROAD Although you may be tempted 
I to crane your neck to look at the scenery, you’d 
I better keep your eyes front and on the mirrors. 


qiialiiy-coiilrol lab. 

Replay glitclies aside, dri\'ing a GP 11 
car is pure and simple. With enongli 
opponent strength variance, driving aids, 
and car setup options to keep c\’cr)’onc 
from rookie to sim \ elcran happy, the 
program manages to pro\ide acce.ssibilit)' 
to the masses— something latter-day 
l^i[))'rns ]xocincts have had trouble with. 

In fact, ail the courses are quite negotiable 


with a .simple joystick, something yon 
can’t say of iNDiC.AR 1 1 . 

'Ihc game’s interface is clean, with a 
noticeabh’ high-tech look. N Icnus offer 
plcnh' of options ranging from custom- 
designed control settings lliat inciiide an 
amazing array of wheel lock and sensi- 
ti\ity adjustments to extensiw \i.siia! 
options, and car setup .screens that incor- 
porate even the finest suspension tweaks. 
/Vnother WoiUI') ClKCdlT' throwback, the 
“two player/{)ne joystick” mode has, 
thankfully, been left intact. 

Backgnrund music is original, )et will 
ccrtainlyplca.se any'/ZTop fan. 1 he on- 
track audio features great engine and 
transmission noLse.s, vaiying wheelspin 
.screeches, the cnincli of sand tra[),s, and sev- 
eral cra.sh and accident effects. 'I he game 
manual is tliorough, with lots of hints 
throughout, as w ell as a|5|X’ndLve.s that co\er 
cvenihing fnrm cornering aj)[5roaches to k’l 
facts and figures to car .setu|5.s. 

' I hey say good things come to those 


wii(} waif. Cr\N'D P«L\ il, now the defini- 
tive racing package, lias proved worth our 
))alience. % 


^APPEAL: Open-wheeled racing sIm 
fans, as well as new drivers looking 
for something easier to get started on 
than other realistic racing games. 
^PROS: Beautiful, textured graphics 
with hilly functional rear-view mir- 
rors; great Ai with a human quality; 
excellent depiction of wheel spin; 
curbs that actually tilt the car; many 
strong features brought up from 
WoRio Circuit. 

^COHS: Drivers are based on the 
1994 season; replay is far too short 
and comes with a bare minimum of 
camera angles; victory celebration 
is totally lame. It’ll take a truly 
scorching proces- 
sor to get all 
the graphics 
on, frame rate 
smooth and 
gamespeed up 
to par. 



► 


Car Setup Advanced Menu . 

w Is 





► TUNE UP This is one of several setup screens, 
detailing part of a pretty decent, but not perfect 
Suzuka setup. Let’s see; packer, slow bumps, 
fast rebounds, bars... Are we talking car setup or 
strip joints here? 


around to the other cockpits (forward 
and backward cursor keys). Find a hot 
car such as a Williams, and watch for 
gear-change timing, top speeds through 
various sections, approaches to corners 
and such. If you can construct a car to 
do what a Williams does, and drive it 
like the drivers they hire, you’re doing 
something right. Keep the Ideal Line fea- 
ture turned on and you’ll get a graphic 
idea of where to enter and leave turns 
white maintaining maximum speed. 

Don’t try little shortcuts like taking the 
inside line into a turn— it may look 
faster but it rarely is. 

We could do an entire article on how 
to best set up your car, but here are a 
couple of constants to get you started. 
First, learn and use the Data Logging 
guide. This is much like the system 
used by the real-life teams, and that 
graph will tell you just where you’re lag- 
ging behind on all track sections. 

Second, start by fashioning a speed 
machine. Get that thing moving as fast 
as it can on the straights, then start de- 
tuning it so it handles the turns. This is 


when you’ll have to read the manual. 

It's filled with information on how to do 
little things like dialing in more stick 
without affecting drag down the 
straights. Don't get frustrated if all fhis 
takes hours— or even days or weeks— to 
get right. Real FI teams never stop 
experimenting. 

Once you have all this together go to 
race mode. Getting fast in practice is 


one thing, getting good with 
other drivers all around you is 
even more important. The 
chance to practice races again 
and again against the same 
pack of drivers is an advantage 
real drivers don’t have. If they 
did, you can bet they would 
use it. Learn how slow you 
have to be going to give a guy 
a little nudge without incurring 
damage yourself, and begin 
thinking several turns ahead. 

When you’re out there, 
remember that although tire 
noise sounds pretty cool when 
your car is skidding through a 
corner, squeal is not something you 
want to hear. Any loss of adhesion is a 
loss of time. Also, never cruise. Take 
your foot from the accelerator only to 
hit the brakes— there’s no in-between. 

Last, but certainly an important tip: 
You can drive with much more agility 
with a good control wheel and pedal 
unit than with a joystick, so go get one. 

See you in the winner's circle. 




PC Gaming Upgrades 
at Low, Low Prices! 




Hot Games 



Duke Nukem 3D 


“It's the ultimate giune for iiiileiLsliinn 
all your pent-up aggression.'' 

-PC Power 

Form Gem $QQ98 

Order *34300 


NEWtS.OM 

8X IDE CD ROM Drive Kit 

Watch your games run smoother 
than ever! 

ONLY 

$QQ88 


Mobotics 

Spa 
UUin 


}IN: Tomb of the 
fliddle Kingdom 

•According to legend, 7,000,000 
men liibored for 15 years to build 
this beautiful and secret palace i)f 
tlie dead. Tliink you can navigate 
tu’ound iill of iLs deadly traps and 
pitfalls? WEA Visual Entertainment ^QQ! 
Order *34305 UM 




Sportster . 
uinmodem 
2S.8 Int. 
Faxmodem 



- oNcr 

S99" 


Order *32088 


This super- 
fiist, 8x CD-ROM drive 
l)oasLs a daui transfer rate of 1200 KlVsecotid imd 
an average access tiitie of 150ms. Bottom line: you 
axpcriencc the smooihesi-e\er game graphics, ani- 
mations ;uid video! Wliat's more, diis oiiLsumding 
drive is yoiiis at an inciedible price. Call The PC 
Zone today while siipiilics last! 


• Built-in error control and data com- 
pression for error-tree throughput 

• Plug & Play for automated installation! 

• True V.34 data transmissions at 28.8 Kbps 

• Group III fax at 14,400 bps and 9600 bps 

Fe-aiures l)uili-in ctLsiom programming that can acliially give 
you [letter perfonnance tli;ui modems not made s])eciiicaj!y to 
work widi Windows. .And it's softw'U'e upgradable to 3.5.6 Idips! 


Terminator 

64/3D 

Accelerator 



S n AQQ features of tlieir bigger bniiliers, die 

JUuO ; A'ST-MiOs; Yiunalia’s exclusive Active 
' Servo Technology', pure spnice-wood 
'^rder *02113^'^ cone iU'chilecliire, and convenient, com- 
pact size. Deliver a smootii fre(]uency a‘- 
s'ponsc from a resonant 90fiz liass all die way up to 2()ki Iz. 


rrt PJSUfn-'’ Nakamichi 
$1CQ98 Speaker 
lOU System with 
Subwoofer 





Tills diree-piece, state-of- 
thc-art system delivers 
exceptionally natunil iuid 
liynimiic sound. 


r'lkNakamichi* 


o4hoiSswm 

Call The PC Zone 


Altec Lansing 
Speakers 

Amplified computer speakers 

/Altec iiinsing /\CS52 spKikers imc designed S|)edfi- 
cally for computers to delivci- liiglwiuahty audio 
rcproilucdon. TheyTe compadlile widi all 
leiuling personal ;uid micro conipuiem 
and sound ciuxls. Sold complcle with ;\C 
powei- supply. Cidl today for complete 
details! 



Acoustimass Multimedia Speaker System 

I Make your PC sound like a 



high-end stereo system 

These s]ieakcrs deliver fine liome audio 
performance to your PC - based on Bose's 
iii^ily acclaimed AcoasdniiLss speaker 
tcclinology. What diis adds to your games 
and nuLsic CD.S is phenomemd.! 


I Over 20,000 products 
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REVIEW • BACK TO BAGHDAD 



Deadly Serious 
Simulation 


The Closest You’ll Get To An F-16 Cockpit Without Enlisting 


by Robin G. Kim 

ome might say l''-16 (■’ighting 
l-'alcon simulations ha\e 
been clone to death and that 
the last tiling the world 
needs is another one. BACK 
'I'oBagiid.-U) (B2B), the 
debut relea.se from Military 
Simulations, bolclK’ defies 
such jaded thinking, offering 
an unconventional combi- 
nation of great depth and scs creK’ limited 
scope. "Hie design philosophy seems to 
have been to focus strongly on a few key 
areas w hilc virtually ignoring all else. 'I he 
result should appeal to hard-core sim pilots 
who share the designers’ [iriorities. but oth- 



ers may come away clisa]3pointed b)' 
the lack of features thc)'’ve come to 
expect from conteinporaiy fliglit 
sims. I:'.vcn the target audience may 
be [Hit off by its demanding hardware 
rec]uircments and unprecedented list 
price. 

THE REAL THING 



Wdiere B2B truly excels is in accu- ^ 
rateK' simulating what it’s like to I 
operate a modem fighter plane. Its I 
flight model is stale of the art, I 

matching realistic ]3erformance enveto[)es 
under a variety' of weight and drag config- 
urations with a superb feci. It includes 
such \-arious subtleties as deep stalls and 


GOING DOWNTOWN Missions will take you 
over a variety of terrain types and locales. 
Including Baghdad itself. 

decreased roll rate when pulling Cs. 

'fhe model incorporates a high degree 
of pitch control, gning you much leeway 
in trading off airspeed for turn rate, \\hile 



Price: S99.95 
System Requirements: 
90 MHz Pentium, 16 
MB RAM, local-bus 
SVGA video, 2x 
CD-ROM drive, 75 MB 
hard drive space. 
SoundBlaster 16 or 
compatible, MS-DOS 
6.2 or Windows 95; 
multifunction joystick 
highly recommended. 
Protection: None (CD 
must be in drive). 
Developer: Military 
Simulations, Inc. 
Vancouver, WA 98684 
(360) 254-2000 
Reader Service H: 334 


Hawbydfitw 


I n lieu of the usual padlock view, B2B provides a system 
called Hawkeye to help you track bandits during close- 
in engagements, Hawkeye packs many pieces of data 
into a small window that floats about the screen, only 
appearing in the forward or forward-up cockpit view when the 
target cannot be seen in that view. Unfortunately, it only 
works for airplanes; Hawkeye cannot track incoming missiles. 
The following information is conveyed: 

Vertical bar on the left edge: Length shows target range, 
from 0 to 10 nautical miles. 

Caret on the left edge: Vertical 
position represents target closure. The 
middle position corresponds to zero 
closure, moving up for increasing 
positive closure and down for nega- 
tive closure (increasing range). 

Target image: Helps you deduce 
plane type and target aspect. It 
shows which way the target is point- 
ing as if you were facing it directly 
no matter what its relative direction. 
Window position: Determines 


whether the selected 
target is above, below, 
or to the side of you, 
relatively speaking. 

For example, if the ban- 
dit were at your high 
five o'clock, the win- 
dow would be in the 
upper left-hand corner. 

If you then rolled invert- 
ed, the window would 
move to the lower right- 
hand corner of the viewing area— Hawkeye never obscures 
cockpit instrumentation. The window will only slide 
toward the center of the screen if the target moves 
almost directly behind you. 

Diamonds strung around the outer circle: Indicates 
the number of planes in visual range and their bearings 
relative to your aircraft. In the example above, the diamond 
would start at the five o'clock position and end up at 
seven o'clock when you’re inverted. The diamonds are 
color-coded to display friend/foe status, if known. 







STAR TRGK' 









IT'S KILL OR 
BE GRILLED! 


48 MEDIEVAL MANIACS 
IN AUTHENTIC ARMOR! 


IXT ON A DRAGON’S 
SCALY BACK! 


SUHmON THE FIERY 
ROWER OF DRACO! 


rLAYSTATION; SEGA SATURN " WINDOWS* 95 MQatrm 


OraQonheartTM S 0 1996 Universal Cily Studios, tnc. All rights reserved. Licensed by MCAiUniveisal Moichandisina Inc. PlaySlalion and the 
ere trademarks of Sony Compuler Eniertainmeni, Inc. Sega and Sega Saturn are iraoemaiks ot SEOA ENTERPRISES, LTD. Ml liohis reserved. W 
is a registered trademark o( lAicrosoR Corporation. 0 1996 Uicroson Coipoiatlon. Acclaim is a division and registered irartemark of Acclaim 
EntenainmenL lnc.d&0 1996 Acclaim bnieilainment. Inc. All righis reserved. Scieenshois shown aie taken from the PlayStation version ot the v 







SIMULATION/SPACE 


REVIEW • BACK TO BAGHDAD 


lliis flcxibilitv'will be iij)prccialcci by 
experts, it does give o\'erl}' aggressix’c pla)'- 
ers enoiigli rope with whieli to bang 
tlieinsclves— ciierg)' l)leecls off rapidly if 
you insist on bolding tbe slick all the w ay 
back in a turning fight. 

In addition to its impressive (light mod- 
eling, bZB boasts a highly detailed sinuila- 
lion of the I'’-I6s avionics systems. 'Ihc 
cockpit of a singlc-.scat fighter as capable 
as the falcon is a complex cm ironment, 
and that carries through tf) the siin.'lbere 
arc 10 HUD modes and 0 air-l(Kiir and 
air-to-ground radar modes w hose intricate 
symbologies must be ma.slcrcd, in addi- 
tion to 4 other multifunction dis])lay 
(iVlf'D) layouts. 'Ihe game even .supports 
use of a separate monochrome monitor 
for use as an exlcmal iVlf’D! 

Air-to-air radar modeling is fop notch. 
You must manage .scan \olume and direc- 
tion to detect and track bogies, balancing 
the amount of airspace searched with 
ipdatc frequency. Detection range varies 
with target size and aspect, and radar jam- 
ming effects are especially well done. 
Unfortunately, the simplified air-to- 
ground modes eliminate sev eral of the 


more powerful capabili- 
ties of (he real !''-]6C's 
APC-6(S radar. It doesn’t 
.support ground mapping 
of terrain features (only 
target blips appear on the 
.scope) or the generation 
ofiiigh-rc.solntion patch 
ma|)s. Some Haws in the 
terr.iin nurskingealenla- 
tions also mar an other- 
wise outstanding imple- 
ineiitation. 

B2Bs'llireal Warning 
Indicator System fl WIS) " 
is cspceially nofeworthv. Almost all jet 
sines inodel .some fonn of radar warning 
receiver, hut this one is a major advance 
in tennsofboth realLsmand funetionalily. 
As an obligatory concession to pbrnibilily, 
the'l WIS does include a missile launch 
warning system not present in the actual 
plane. 

'Ib make the mo,st of the many avionics 
modes, B2B ])rovides a good variety of 
ordnance types, including .some exotics 
like fuel-air explosives and the B-6] tacti- 
cal nuclear bomb. Weapons modeling is 



IlinatHlornIngliiflitatorSystfln 


K nowing the ins and outs of the 

Falcon’s TWIS is essential for sur- 
viving sorties in a high threat envi- 
ronment. The TWIS not only dis- 
plays all radars it detects, it 2 yso indicates their 
mode and priorifes them by threat level. Here 
are some tips to 



the game prevents you from doing this at the 
start of every mission, so turn it on as soon as 
the first contact appears on the circular scope. 
Also make sure you activate the Low Alt mode 


when flying low, so the system can readjust its 
threat priorities appropriately. 

Slow beeps mean the radar is doing a wide 
search, so you probably haven't been spotted 
yet. If the frequency of beeps increases, the 
radar has probably detected you, because the 
search area has been focused in 
your general direction. Different 
radar types play different beeps, so 
it pays to learn which is which. 
When the beeps turn into a con- 
tinuous tone, you’ve been 
up and may soon have a 
missile inbound. For most types of 
radar; it’s possible to break the lock 
and delay enemy weapons launch 
by quickly dumping a chaff bundle. 
When it works, the tone will be 
replaced by fast beeps until the 
radar can lock onto you again. If you’re carrying 
an ECM pod and decide to jam the radar you 
must keep the source in a 120-degree arc in front 
of you for the jamming to be effective. 


BIG STICK When diplomacy fails, a well-placed B-61 tacti- 
cal nuke says what words can’t. 


generally cM;ellcnt, but thete- are some 
curious lapses, .such as the lack of support 
for IOS.S bonihing. negligible blast radius of 
laser-guided bombs (blast effects are 
modeled for other bomb t)pe.s), and the 
annoying ability of semiactivc radar hom- 
ing missiles to track you oven after the 
launching platfomi has been destroyed. 

GEOGRAPHICALLY CORRECT 

Graphically, B2B is a mixed bag. T'hc 
texture-mapped terrain and cities look 
great from down low. w here they provide 
an exhilarating seasation of .speed, hut at 
higher elev ations there’s an abrupt transi- 
tion to lower levels of detail. The ground 
ends up almost featurcle.ss from above 
12,000 feet. (Apatcii is available from 
MSI to up the Ihreshold lo 24,000 feet.) 
'Ihc topology is generated from reams of 
geogra|}hical data for a large region 
around Baghdad, so Ihe lay of (he land is 
totally accurate. 'llie price lo be paid for 
this accuracy is a long mission loading 
time. At the highest detail level, which 
requires a whopping 32 MB, it takes about 
SO seconds lo start up a mission on a 
133MI4z Pentium. A disk cache is 
absolutely ncce.s.sary — without one you'll 
he waiting minutes. Object renderings are 
fairly plain excej^t for 1 ’-16.s, which arc 
cjuite detailed. Ai craft are hard to discern 
at a distance, but their siz.c can be artifi- 
cially sealed up lo iiiqjrove v'isibility. 

B2B’s cockpit view .system breaks from 
tradition, and the result is not entirely sat- 
isK’ing. Eight fixed views are provided, but 
they leave a huge blind spot overhead. 
Msuai tracking of bandits must llicreforc 
fall to the novel I lavvkeve view window 
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(see the siclel)iir for (lcl;iils on its use). 
Mawkeye efficicntiveonimunieiitcs a ton 
of infonnation once vou get the Ining of 
it. but it looks .so unnatural that it can min 
a pla\ers sense of immersion in a dog- 
figbl. Seeing this little window moving 
around, effortlessly tracking bogies di- 
rectly imdemeatb the plane, one is con- 
stantly reminded that it’s just a game. 

I lawkcyc has the additional disadvantage 
of being unas ailable w hen you're using 
the Pixel I x)ad iVlanagemcnt option lo 
adjasl tlie eoaesencss of the evterior 
grapliics. 'Ibis is unfortunate, because 
reducing tl le PI j\ i ic\ el realiv boosts 
frame rate, which is important in a dog- 
fight, bill dogfighting is almost impossible 
vi'itliout I law'keye. 

WHERE'S THE BUN? 

Because B2B does such a good job on 
the core K-16 sinmlation, it’s disappointing 
that the game infrastmeture is so limiled. 
Aside from 3 instant action and B training 
scenarios, the heart of the game is a set of 
31 canned "actiie duh” missions based on 
a Coalition action to stop Saddam 
Phus-sein from committing thcnnomiclear 
terrorism. 'Ihe missions are totally inde- 
pendent, and can be plavcd cither 
sequentialK; for a campaign flavor, or in 
arbitrarx- order. N'o mi,ssion generator is 
included-what \'ou see is what \ou get. 



nNAL APPROACH A good flight model 
makes landings a joy, but most missions 
can be ended In flight, if you prefer 


{/\n add-on mis,sion generator is ])lanned, 
howcN'cr.) 

Nearly all .sorties are flown solo. On the 
rare occasions \shen you do ha\’c a wing- 
man along, it’s still almost like flying alone, 
because he cannot eonnnunieatc w ith 
sou in an\' wa\'-digifizcd speech is 
reserxed for the “Bitchiii Beth” warning 
sxslem. Wngnian commands consist only 


of “release" and "recaii." 'Ihere arc no 
muitipkner options built in, although an 
add-on is planned that will sup))orl both 
nehiork and online plav; 

'Ihe missions are challenging enough 
at Ihe highest diftieulty levels lo test the 
mettle of even the mo.st experienced sim 
pilots — the Al of both bandits and enenu' 
air defenses is first rate. I lowci er. the 
gamc])la)’ feels somewhat sterile. Ikirelv 
docs it seem like you’re )5art of a larger 
effort, or that a war is really going on 
around }ou. Still, the mis,sions are com- 
plex and well designied; thev should 
remain interesting through several repkns. 

LESS ISNT MORE 

A sim as compli- 
cated as 13213 deserves 
a large, thorough man- 
ual. Sadiv, it is instead 
saddled with incredibly 
terse and uncommu- 
nicative documenta- 
tion. Most of the infor- 
mation von need to 
operate the many 
avionics systems at a 
basic level is Ihere, but 
more advanced appli- 
cations and even Ihe 
u.se of some important 
key commands must 
be discovered Ihrough (rial and error. MSI 
has placed a supplemental manual on 
their Web site, www.militaiy-sim.eom, 
which addre,sse,s some of these shortcom- 
ings. It adds helpful descriptions of the 
weapons, aircraft and vehicle's in the 
game, but the two manuals together still 
paint an incomplete picture, f he usual 
discussions of the pbisics of flight, instm- 
nicnt landings and tactics arc con.s])icu- 
ously absent. Installation is aLso given 
short shrift: Wliile most games include a 
separate installation guide, B2B’s manual 
boils itdowu lo four one-line instructions 
for DOS and another four for\\'in93. If 
anvthing goes wrong, you’re on vour own, 
as there’s no troubleshooting ,seclion, MSI 
is develo])ing a thorough manual for the 
game that the company plans to .sell .sepa- 
rately, but with a simulation this complex 
that documentation .should have been in 
the box. 


SPLIT DECISION 

B213’s lack of a meaningful campaign, 
mis-siou editor and muitipkn er mode ren- 
ders it a niche product. I lowcver, its 
undeniable strenglhs in the areas of fligbt 
and .systems modeling give it a strong 
foothold in lhal niche. 'Ihis is just MSI’s 
first cnirv into Ihe computer game mar- 
ket. and they’v e said thev plan lo expand 
tire base siimilalitrn engine in lire fuliirc, 
prcsumablv broadening its a|)pcal. 

An overall rating won’t mean much 
because 13213 lends to polarize gamers. 
'Ihose who insist on games that .simulate 
the uipredielablc chaos of entire batlles 
orw'ars mav be bored to tears bv 13213. But 


if coming as clo.se to the ex|)erienee of flv - 
ing an actual k'-l6 as vou can get on a PC 
excites you enough to accept limited 
gamepkiy, obtuse documentation and a 
high price, then pack v our bags, because 
you're due for a trip to Baglnlad. 


^APPEAL: Experienced hard-core 
flight sim fans who value accurate 
flight and systems modeling above all 
else. 

kPROS: Sets a new standard for the 
realistic simulation of a single air- 
craft. A variety of interesting missions 
to fly. Extremely accurate terrain. 
^COHS: No real campaign play, no 
multiplayer sup- 
port, no wingman 
communication, 
lofty CPU require- 
ments, extremely 
poor documenta- 
tion, and high list 
price. 
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UNDER PRESSURE? 


It starts out innocently enough — a 
little want ad in the Sunday paper 
catches your eye. The next thing you 
know you’re heading up an under- 
water expedition ship that’s run into 
trouble in the South Seas. While you 
search for signs of unusual activity 
on the ocean 
floor, a cryp- 
tic distress call comes in from a kid- 
napped colleague. Clues point toward 
the trail of a priceless stolen treasure. 

With some of your crew behaving suspi- 
ciously, your only ally in untangling the omofth, key v„nnbmofyourcrcw 

is Italian biolopst Lticiana Capucci. 

mysteries may be E.D.W.A.R.D. — the Like others, your interactions with her 
onboard computor cntkal to your missions success. 
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The Antares, your futuristic research ship, 
is realistically mtdoed in 30 and fully 
explorahle. 




THE ADVENTURE BEGINS. 
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Hie Sacred Mirror oe 


Dive to the depths of your imagination. 
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Enteractive'" 


1 1 0 West 40th street Suite 2100 
New York, N.Y. 10018 
(800) 433-4464 


© I99i Entcfaciive. Inc. All Rights Reserved. The hcred Mirror ol Xolun, Enierociive, and Enteractive logo are trademarks of Enieractive, Inc. 
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Oriainal Scenarios Created With The 
!■ AGE OF RIFLES” Game Editor. 


Computer Gaming World and SSI Present 
The AGE OF RIFLES Scenario Design Contest! 


You could be the lucky one who pockets $1 000 cash or a beautiful 
art print depicting a 1 9th century military scene! Simply create and 
submit scenarios using the AQE OF RIFLES Qame Editor and you'll 
be entered into a random prize drawing. All scenarios that meet the 
requirements listed below and are postmarked by December 15,1996 
are eligible. So crank up your Qame Editor and start designing! 


Iiewa<rd: ■ Grand Prize: 11000 (1 winner) • 2nd Prize: 1 Framed Cranston Fine Arts Print, 
worth np to 1300 (2 winners) • 3rd Prize: Gift Certificate for a free game from SSI Direct Sates (20 winners) 


Requirements: Scenarios must utilize a 100 yard scale on a minimum 50 x 20 hex map. Scenarios must be between 
1 5 and 25 turns in length. Scenarios must feature land troops with a minimum of 2,000 troops and 8 game units per side. 
Scenarios copied from AQE OF RIFLES or any other computer or paper game will not be accepted. Scenarios must be 
created using the AQE OF RIFLES Qame Editor. 

Send your scenario, by pre-pald U.S. mail, on a 3.5 inch IBM" compatible floppy disk, along with your name, address and 
phone number printed on a 3 x 5 inch card, to the address below. Scenarios must be postmarked by December 1 5, 1 996. 
AQE OF RIFLES CONTEST • Computer Qaming World • 14th Floor • 135 Main Si. • San Francisco, CA 94015 


All scenarios submitted become the sole property of SSI and will not be returned. Criteria satisfaction will be determined by a panel of SSI Development and Computer 
Gaming World editorial staff. Their decisions are final. SSI is not responsible for lost, late, stolen, damaged or misdirected mail. The random prize drawing of eligible entries 
will be held no later than January 15, 1997. Random drawing will be conducted by Computer Gaming World. All decisions are final. All winners will be notified by phone 
within ten days, and then by U.S. mail. Winners who cannot be contacted by phone and whose prize notification letters are returned forfeit their prize, and new winners will 
be substituted via random drawing. Odds of winning depend on the total number of eligible entries received. All tax liabilities are the sole responsibility of the winners. Gift 
certificate redemption is limited to available stock. No purchase necessary. No prize substitutions. Void in Rhode Island and where prohibited. Contestants must be 18 years 
or older. Contest open to U.S. residents only. Employees of Mindscape, SSI and Computer Gaming World and their immediate family members are not eligible. For a list of 
winners, write to the above address after January 15, 1997. Contest sponsored by SSI. To contact SSI regarding this contest, write to the address above. 



WARGAME CONSTRUCTION SET and AGE OF RIFLES are trademarks of Strategic Simulations. Inc., a Mindscape 
Company, ©1996 Strategic Simulations, inc. All rights reserved. All other trademarks and registered trademarks are 
the property of their respective holders. 
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CF'.Ni;ii'\l,’s niii- 
a\vii\- success, 
sonic hard-core 
wargaiiiers lia\e 
Ix'guii to decr\' 
tiic demise of 
"serious computer 

I uarganies.”At 
fiRt glance, they 

seem to have a point: 

► P.\\7KR CmMlRAI., although incredibly 
addictix e, can hardly be called a "serious" 
wargamc-lhcre are a number of combat 
factors that PC abstracts, including sup- 
ply, morale, and replacements, so those 
looking for great hislorical insights on 
WWiI probabK' won’t find them. 

► 'Ihe biggest strateg}’ hits of last \ car were 
COMM-\NI) & CONQUi' R and WmCRMT 
I !. 'i he fomier had ludiemus fog of w ar 
niles; despite satellite technologx’. vou 
couldn't see a tree a hundred vards aw ay 
until vou sent a scout to rccon, 'Ihe latter 
had too little qualitiitivc difference 
betw een com])anible Ore and 1 luman 


forces. Whhin the sci-fi/fantas)' realm, 
both Mas'ii-r or Orion and Warixjrds 
II (designed some two \ ears earlier) were 
more "realistic" .strategic simulations, 
prompting some to call C(S;C-t)pe games 
"the great step backwards.” 

► 'Ihe bigge.st strategi' hit .so far this year is 
Cl\' 1 1 . Realism sticklers has'e a field clay 
with this title, citing how catapults 


a Incredible 
Simulations 
lives up to 
its name 
with another 
'Last Stand' 
thriller. 


(despite low odds) can 
sometimes lake out uniLs 
amied with guns, how' 
unrealistic it is to Iwe 
high-tech medical 
advances in the 19th cen- 
turj', and so on. 

So is the state of 
wargame design flounder- 
ing? Harcll}'. I reallj’ feel for 
anyone who can't enjoy 
the focus, great computer 
opponents, and wonderful 
cam[>aigns of Panzer 
Gt' NF.R-\L and Cmu- 
Z;\'nON 11. Certainly, the 
.success of C&C and 


► Given that Tom Clancy teamed 
with Larry Bond to use the lat- 
ter’s Harpoon miniatures system 
to “test-game" battles in his Red 
Storm Rising novel-and that he 
was on the Avalon Hill advisory 
board for a time-it comes as lit- 
tle surprise that Clancy is 
involved in the production of a 
computer game from Simon and 
Schuster Interactive. Tom is evi- 
dently writing the script for the 
game, which is going to be 


developed by a company in 
Research Triangle Park, NC, 
known primarily as a 3D Web 
site tool builder. The product is 
set for release in late 1997. 

► Talonsoft's Battleground series 
just keeps getting better (see 
Johnny Wilson's review of Shiloh 
in this section). Next on tap is 
Antietam, the bloodiest day of 
fighting ever on the North 
American continent. The design 

»>Vcontiniied on page 265 


WARCiLAr’l' II will ,s])awii a ho.st of real- 
time imitators, but that doesn’t mean that 
tum-basctl historical games arc dead-far 
from it. The irony is that PC, Ci\' 1 1, 

C&’C and WarCiw-T M are more alike 
than their detractors admit. After discov- 
ering .SVGA graphics, mullinicdia and 
lush sound, it's dnubtfii! that wargames 
arc going to return to the days of yore. 1 
have a lot of respect for Gary Grigsby, but 
given a choice between PaCIKIC War and 
S'lTiEl, PAivn lEiLS, it’s ob\ious that the lat- 
ter is no ic.s.s realistic and a heck of a lot 
more play;)b!c. 

Ah. bill 1 hear you say, “PACinc War 
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has more cicptli." Il ccrininly is more work 
than S’lKi'l. PAN’iiii'K.S. HI graiil \ou; l)iil 
it’s also oukliitcci anti citinky, despite 
Crigsbv's \'coman!ike cfforls al iipdales. 
S'n';i':i, Pavii ll•;us contains insi as many 
"Crigsbv formulae” as its sloiicd prede- 
cessor, btil ihe complexities of the design 
are mitigated by the much more nser- 
Frieiidly interface. 

SHARPENING THE SPEARS 

Wlial makes this discussion all the 
more interesting is that the latest design 
from Incredible Simulations lands 
squarely in the middle of the "realism 
versus playability” deirale, jirst calling 
/l It X iWAit! another of those "last stand" 
games doesn't really do it justice. Mucii 






Price: S44.95(+ 
$4.00 s&h) 
Required; 386 or bet- 
ter, Windows 3-1 or 
better, 4 MB RAM, 3 
MB hard drive space, 
SVGA graphics, 
Windows compatible 
sound. 

#of Players: 1-2 (hol- 
seat & e-mail) 
Designers: Jeff Lapkoft 
and Dennis Bishop 
Publisher: Incredible 
Simulations 
Oak Park, IL 
(408) 554-8381 (HPS 
Simulations) 
Reader Service it: 340 


Tips For ZuluWar! 

► Once the tide turns against the 
Zulus, Cteshwayo generally flees 



toward the upper left comer of the 
map. Make sure to coordinate your 
late reinforcements to surround the 
Zulu king. 

► As the Zulus, ambush the British 
player as he crosses a river. The move- 



ment this requires often leaves little for 
entrenched camps. 

► To balance a game between a new 
and veteran player, give the novice the 
Natal Zulus for extra firepower, but not 
with the Guerrilla option. 
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BLOOD & FIRE After a victory (note the skull symbol), Zulu impi will often break formation 
and go home to celebrate the victory. Don’t win your battles too close to home, or the 
remaining British will burn your kraal (as here) before your units can regain formation. 


like tlic li\ri i.i:CROUNn Series from 
'laloirsofi, )cff Lipkoffs de.sigiis liave 
im))r()\ed with each iiewiiishillmeiiL 
DI’I'I'IND n if; Ai .ank >! was actuall)’ real 
lime, wliicli worked nicely lo capture ibe 
feel of'lexitii defender.s, far loo few in 
number, tiding to coverall Ihe holes in the 
Alamo's defenses against overwhelming 
Mexican forces. CUS'IKR'S IaS' 1' 
C().\i,\ivM) let yon play either “Yellow' 

I lair” or Craw 1 lorse in a traditional tnm- 
ba.sed selling. 'Hie number of “w hal-ir 
options, combined with the com[>etenl 
computer o])ponenl to make for live!)' 
and fair!)' balanced pla)'-a nice job, es[)e- 
cially considering the controversy of the 
subject matter. 

'ZtimWAld marks Incredible 
Simulations’ most ambitious design yet. 
Unlike Cus'li'iii, the .scale of the Zulu- 
Rrilish conflict can’t be confined into a 
platoon-level game. Ifyou simulate only 
Rorke’s Drift, yon lose l.slandhwana, for 
example. /iii.nVVAR! thus takes on the 
entire eam])aign, showcasing the Zulu 
warriors’ .superior mobility versus the 
incredible firepower of the Brilrsh Anny. 
'Ihrnsare fi\e days each-by contrast, 
Aiamo! look only 13 da)-s lo reercate the 
entire siegc-and two miles per hex, 
appropriate for the battalion level manen- 
veiingitsinuilates. 

STIFF UPPER LIP, WHAT? 

As British cotiimander 1 x)rd Chelms- 
ford, \ou face a daunting task: to snbiu- 
gale Ihe native tribes w-itlioiit taking loo 
man) casnaltic.s-sha(les of Desert Storm. 


Your ta,sk is made all the more difficult by 
bad weather, disease from the harsh 
African climate, and an angrN'annyof 
fierce Zulu warriors, some 50,000 strong. 
Ifyou arc too cautious, the Zulu forces 
will become bold enough to attack British 
camps; too bold, and you’ll retiim home 
in disgrace, ha\ing lost to a "group of s;iv- 
ages." kven ifyou find the right march 
tempo, howes er, you may find that \ ictoty 
eludes your grasp long enough for the 
Zulu king, Cteslwvayo, lo sue for a more 
favorable peace. 

Wlien portraving Cteshwayo, \ou must 
keep v'our royal personage awav’ from the 
iivsidious BritLsh until the gods grant your 
brave warriors the final victor)' ov'cr the 
haled foe. 'ibur warriors arc fleet of fool, 
and they have more fireamis than the 
enemy suspects (you may adjust the per- 
centage of Zulus can)'ing flintlock mus- 
kets when setting up the scenario). 

IT IS A GOOD DAY TO DIE! 

In nomial combat, the British begin 
w'ith any machine gun fire, then the two 
sides exchange rifle fire, and finally meet 
in hand-to-hand combat. A popular Zulu 
tactic is lo try’ and ambush the British, 
where the natives get to fire first, and their 
superior melee strengths are deadly. ’Ihe 
British counter by burning the Zulu 
kraals, putting the warrior iiupis out of 
commission permanently. 'Ihe fog of w'ar 
rules require the British to u,se their cav- 
aliy for reeon, and kee|3 Chelmsfrrrd's 
columns from getting too cocky, lor 
Briti-sh players who have memori/ed 
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O f the histori- 
cal alterna- 
tives avail- 
able, the best 
bet for the Zulu player is 
to opt for the “Guerrilla" 
war, avoiding huge battles 
in an attempt to frustrate 
the British. This isn’t 
mere design chrome, but 
a viable historical altema- 
tive-the British were horri- 
fied at the prospect, 

Think about how badly 
the British fared when 
facing guerrilla tactics 
during the Boer War just 


PLANET HOLLYWOOD Cteshwayo wouldn’t recognize these warriors, but 
the fanatical charges help sharpen your defensive skills for the real game. 


a few years later 
against troops 
nowhere near as fero- 
cious as the Zulus, 

The “Hollywood" 
scenario is exactly 
that-about as realistic 
as slave ships in Ben 
Hur. But don’t let that 
stop you from having 
some fun here. This is 
a good way to get 
your first win against 
the Zulus, and it 
makes for a really 
short game, regardless 
of who wins. 


the lociilion of tlicZiiiii krnal.s, iiisl ran- 
cloinizc their .setup ha\e.s Ijeforc .stal ling 
the .scenario, 

Tlicre are a lot of nice touches in the 
design. If, for csiiniplc, a particular Biitisli 
unit doesn’t move its full allowance, what- 
ever nio\'enien( points it has remaining 
are turned into fortification, .So if sou 're 
force-inarehingyourcolninn.s to tlie lim- 
its of their cndnninee in an allempt to 
keep np w ith the Zulus, you won’t have a 
fortified camp to co\cr your a.ssef.s when 
the inesitable coiinlerattaek comes. 

’Ihcre is a real temptation for tlie British 
player to split his colunms in an atlem[)l 
to pin dow n the Zulu forces. 1 le often 
,siiccced.s-at a lerrihlc cost. .Similarlv. tlie 
Zulu ])la)er is enticed to go after If ritish 
forces in hcarllong a,ssai!]t.s before enemy 


*»>conllnued from page 263 

features some command control 
restrictions on the Union to pro- 
vide the proper historical bal- 
ance, plus a “what if McClellan 
woke up" scenario where the lit- 
tle Napoleon can end the Civil 
War in a single battle. After 
Antietam is published, the series 
returns to the 20th century with 
BG: SiNAi. 

► In a departure for Talonsoft, 
the upcoming Age of Sail will be 
I real time rather than turn-based. 
It will be interesting to see how 


reinlorcemcnts arrive. 

There’s no magic fonnula that gives 
you the "best" winning chance.s, making 
Zi It ,i i\V\ii! a \ en’ rep!a)’al)!c game. Also, 
tlic game’s a.syiiimetric nature helps to 
keep the outcome in question, often 
nnlil thela.st fewtum.s.The Al is stronger 
than in most wargames. and will tr\’ dif- 
ferent strategics from game to game. But 
where ZlimWud tniK’ shines is in Iwo- 
pla\ er mode, as there are numerous 
opportunities for feint, maiiue\er, 
ambush and bludgeon, c\ en in the 
sliortcr scenarios. The better you know 
j’our opponent’s style, the more desious 
your strategies become. 

EYE OF THE BEHOLDER 


the flow of play-you can give 
orders to formations as well as 
single ships-compares to Avalon 
Hill’s Wooden Ships & Iron Men. 
Expect a sneak preview as soon 
as the game system is filled out 
enough for a test sail. 

► Interactive Magic is happy 
enough with the success of 
American Civil War; From Sumter 
TO Appomahox that they have 
reached an agreement with Frank 
Hunter to publish a similar title 
on the Napoleonic Wars, probably 
next year. 


[ find myself hiuing lo;isk;'TsZui.li\V.\ii' 
reiilistic?" Oh'eti its operiition;i! scale, the 
game certainly has a different fed than 
sa\', a Cfis il War or WANT 1 historical epic. 
There’s enough fla\orwith thcMasim 
machine guns, the hnmiiig kraafs, the Zulu 
amhushcs-hiit those who want this game 
to he “(Tidmsford's I ast C'ommand" may- 
want more tactical detail. On the other 
hand, Zui.l iWTut! is j}hycholog,icalfy realistic, 
lx:cause it puts \ou in the mindset of the 
militarj- leaders of the ]X‘ri(Kl. 

In (he end, Zi 'l ,l i\V\r! is a good exiim- 
ple of where wargames are headed these 
days: wdl-halanccd, tcivse, and eniojabie, 
it's a move lhan passingly Itislorieal game 
that achieves its goals wilhoul becoming 
mired in complexity for its own sake. .And 
for obscure .snbiccis like these, \ ou’rc 
going to get a lot more gamers hooked on 
wargames with Ztil.nWAlt! lhan you are 
w'ith a do/cn'IXcOt’S, for all the latter’s 
claims of superior "realisin. " % 


^APPEAL: Anyone who wants a fun, 
playable game on a relatively obscure 
subject. 

>PRO$: Tough computer opponent; 
unique situation handled simply but 
fairly realistically; tons of clever 
“what-ifs.” 

^CONS: Because 
of the operational 
scale, tactical 
detail is lost, and 
Custer/Aiamo fans 
may feel slighted. 


Novs', as an “old guard" gamer ni)',sdf, 





Maces in your back 


Free demo disks ivhile supplies last! 

To get yours, visit your local retailer. Or download your free demo and custom Lords II theme pack from our 
Web site at http://www.sierra.com/games/lords2. Order your advance copy today by calling (800) 757'7707. 




Cata/)i(/ts are excellent for 
creating “backdoor" attacks and 
catching your rivals by surprise. 

Douse the enemy with boiling oil 
— but beware of flaming arrows! 


BhiW your own medieval iveapons including swords, maces, 
pikes , crossbows , longbows , knight armor and pitchforks — 
/ley, tile peasants gotta have something to fight with. 


Use the 
mini-map to 
plan troop 
positioning. 


When victory 
is imminent, 
use the 

“Mop*Up” 

tool to finish 
off the enemy. 


Storm the 
castle using 
siege towers. 


Break clown castle 
walls using the 
mighty catapult. 



!• 
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All herald the arrival of Lords of the 
Realm II. It’s the late 13'^ Century and 
the Crown of England is up for grabs. It’s 
time to sharj'icn your pitchforks. Round 
up your archers. And fortify your garrison. 
It’s a fight to the finish against your fellow 
lords. Where the winner becomes King. 
And the loser has bloody hell to pay. 

A sequel to the award-winning Lords of 
the Realm, this medieval strategy/action 
game separates the men from the boys. 
With challenging new tactics. Rich ani- 
mation. Armor-piercing weaponry. And 
real-time battles that are frighteningly 
authentic. An improved interface makes 
start-up easy. Plus, you can clash head-to- 
head via modem, or 4 lords can lay siege 
at one time via network. 

Prepare to smash your way to the throne 
in the battle of your life. Because in the 
end, you’re either King — or you’re dead. 
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REVIEW • CLOSE COMBAT 



Up Close 
And Personal 


Close Combat Captures The Feel Of World War II Combat 




Price: S44.95 
System Requirements: 
IBM-compatible 
Pentium PC or 
PowerPC 601 for Mac, 
8 MB RAM (12 MB for 
Mac systems), 2x CD- 
ROM hard drive, SVGA 
graphics, 20 MB hard 
drive space, Windows 
95, Windows 95-com- 
patible sound card, 
mouse, TCP/IP connec- 
tion for two-player net- 
work games, 
# of Players: 2 
Protection: None (CD 
must be in drive) 
Designer: Keith 
Zabalaoui, Atomic 
Games 

Publisher: Microsoft 
Redmond, WA 
(206) 637-9308 
Reader Service H: 335 




by Patrick C. Miller 

I f someone had told me a few 
yeans ago tliat 1 would be playing 
and enjoying a real-time historie 
war game published by Microsoft 
that ran under Windows, ! would 
have laughed. Well, here’s Closf, 
Combat, available for IBM- 
compafible PCs and Macintosh 
PowerPCs, and I’m not laughing 
anymore. Designed by Atomic 
Caines and publi,shed by iVlicrosoft, it 
looks, sounds and plays like nothing else; a 
game that not only' convineingly portrays 
the blood-and-guts feel of close-range 
combat in World War 11, but also gives 
players a |)lausiblc taste of what it must be 
like to be in command of real soldiers. 

Given the long, sometime,s torluoiis, 
development that has surrounded this 
game since it began as BWOND SQUAD 
LfadF-R under Avalon llill, let’s first define 
what Closi-', Combat isn’t. It isn’t a com- 
[jiiterized version of tlie popular board 
game. Squad Leader. I'iins of turn-based 
games w'ho prefer to contem[>latc their 


► HUNGRY HEDGEROWS Just as in World War li, fighting 
through the hedgerows of France's bocage will present a 
unique tactical challenge for the Americans. 


► A BRIDGE TOO AURE If you want to win, you’ll have to use smoke 
I to hide your maneuvers. Here, the Americans lay smoke with their 
I mortars in preparation for an assault across the Aure River 


moves and control their units’ movement 
and fire shouldn’t automatically dismiss 
Clo.sI!; COMBAi; but they' should recog- 
nize tliat it’s c|uite different from the games 
to which they’re accustomed. Likewise, 
real-time strategy' gamers expecting a 
Command AND CONQUI-.R-iike experi- 
ence might find the game’s emphasis on 
realism and ils sluggi.sh gamtplay to be less 
fun and more \\'ork 
than they anticipated. 

WIiatCLOSK 
COMBAI'docs best is 
simulate smaikseaie 
engagements fouglit 
in the sLxw'ceks fol- 
lowing the Allies’ suc- 
cessful invasion of 
Prance. Ihc units 
depicted belong to 
the 29th U.S.Infantry 
Division and the 
352nd Gemian 
Infantry Division. As 
the Ameriean.s, vour 
objective is to reach 


the towai ofSaint- 
1 j) and drive the 
Germans out, 
opening Ihc road to 
Paris. As Ihe 
Cjcrmans, your goal 
is to delay the 
American acKunce 
as long as ]Dossible. 
'Ihcrc are 39 battles 
that can be fought 
individually or as 
pari of a campaign, 
’^flre battles are 
highly tactical 
affairs, often fought 
in Ihe .space of sev- 
eral hundred yards, usually involving an 
infantry platoon, support weapons and a 
few' armored vehicles. 

I CAN'T TAKE IT! 

What makes Cl, OSi'; CoMBAi' interest- 
ing and unique is its treatment of soldiers 
as human beings who sometimes pull 
bonehead stunts that get them killed and 
sometimes perfonn acts of incredible 
heroism. The game is based on a psycho- 
logical model of combat stress developed 
by Dr, Stev-en Silverof'lemple University, 
Each soldier’s phy'sical and emotional state 
is monitored to cictcmiine how' he reads to 
circumstances affecting his ability to follow 
orders and perfonn effectively in combat. 
’^Ibis means that battles are less about 
inflicting casualties and seizing objectives 
and more about de.stroying the enemy’s 
will to fight. 

Battles can be played at an ea.sy', nomial 
or hard level of difficulty, w'hich deter- 
mines Ihc forces y'ou and the enemy 
receive. You can’t choo,se or customize 
your unils. The computer automatically 


CG 


OCTOBER 1996 



The sinisrer Sin 


You ARE Spider-AAan.... 

Can you defeat your deaduest foes? 

Cool Spider-Man (omputer onimotion, 3-D backgrounds, and originni music! 
Six different story lines and outcomes based on bow you ploy! 

> Four difficulty settings let you determine the chollenge lor Spider-Man Ions! 

• Web-spinning, wall-crowling oction sequences and broin-teasing puzzles! 

• Direct links to the Spider-Man: The Sinister Six World Wide Web site 
end the Marvel Online site! 

$39.95 CD-ROWlfor Windows® 95 


The totally new, totally hot game 

BASED ON THE CLASSIC FILM BY MiCHAEL CRICHT0N!| 

•A revolutionary combination of pulse-pounding action, 
split-second adventure, and engrossing strategy! 

•High-speed movement through three adrenaline-pumping true 3D worlds! 
•Increasingly difficult levels of chaos! 

•20 different characters with distinct personalities and responses for a different 
game every time you play! 

•Combine objects to make new ones in the full-featured inventory system! 

•Direct link to the Westworld 2000 World Wide Web site for multi-player use! 


$39.95 CD-ROM for Windows® 95 Available at your local software stores this fall! a,aie Reader service mss 


Marvel Comics Spider-Man;The Sinister Six # of copies: x $39,95 =_ 

Westworld 2000 # of copies: x $39.95 =_ 


New York residents odd 8.25% sales tax = 


Shipping/Handling in U.S (please call for shipping rates outside U.S.) - 

Total = 
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Card #: 
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Name; 
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E-Mail: . 
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G Please send me a free catalog 


Call 1-800-945-3155 or Fax 212-633-0332 

welcome@bpm(.com http;/ / www.byronpreiss.com 

Send coupon lo: 

Byron Preiss Multimedia Company, Inc. 

175 Fifth Avenue, Suite 2122, NY, NY 10010 
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REVIEW • CLOSE COMBAT 




P l^ as the Gemians first. Defense is 
easier and you have fewer units to 
command. Panzerfausts give 
German riflemen anfi-tank capability. 
During deployment, you can check a 
unit's line of sight by pressing the Alt key 
while selecting the unit. 

If events are moving too fast, set the 
game speed to slew or medium. 

To issue otrlers, use the keyboard com- 
mands: Z = Move, X Fast Move, 

C = Fire, V - Smoke. B = Defend and 
N = Hide. 

When the battle starts, immediately issue 
a defend command to your entire force to 
avoid having units act on their own. 

Use the zoomed out view to minimize 
map scrolling. On the Jump map, click on 
the area you want to view and then zoom 


►THE BIG PICTURE It’s not exactly pretty, but the 
zoomed-out map allovis you to issue orders easily, 
keep an eye on everything, and quickly zoom to 
areas requiring your attention. 

in, This map also labels spotted enemy 
units, helping to quickly identify the most 
significant threats. 


Use the team monitor at the lower 
left to give orders. Double-clicking on 
a unit will select it and center the map 
on its location. 

To fire mortars, get the target in 
sight, single-click on the mortar in the 
team monitoi; press the C key and 
then click on the target. 

if you’ve selected an order you've 
decided not to give, pressing the Esc 
key will cancel it. 

It’s easier to find and see your units 
if you don’t display forests. 

To back up a vehicle, give it a nor- 
mal move order (Z key) and then click 
an inch or two directly behind it. 

You can change a unit’s target or destina- 
tion by dragging and dropping its fire or 
movement dot to a new location. 


deploys your units, but you hnvc the 
opportunilv to reposition them before 
combiit begins. Once the action starts, it 
doesn’t stop until one side’s morale fails or 
both sides become exhausted. Unfortu- 
nately, you’re allowed no o[)portunity to 
give orders prior to combat, w'hich initially 
can force you to issue frenzied in.slnictions 
in an effort to avoid pointless casuallic.s. 

'Ihcrc arc six unit commaiKk Move, 
Move hast, lure, lure Smoke, Defend and 
Mide. (Strangely, there is no command to 
cease fire), \Miile this sounds simple, mas- 
tering tactics in the hocage (hedgerows) 
and on the .streets of Saint-1 x) is an\lhing 
but eas}; 'llie aiiificial inlclligenec is quite 
good at infantiy laclic.s, but less imprc.s,sivc 
at using amiorcd vcliictes. At battle’s end, 
each side rcceis'cs a score based on the 
number of casualties inflicted, objcctis’cs 
taken and s'chiclcs and guns destroyed, 'ton 
can also view' a detailed breakdown of how 
each man |)crfonned during combat, and 
you can sa\ e a replay of the battle. Two- 
plaser network |>la\' is snpjrorted lhn)ngb a 
TCP/IP connectioiy enabling play on a 
L-\N orvia the Internet. Direct niodem-to- 
modem connections arc not supported. 

WHEN YOU WIN, YOU LOSE 

In the campaign game, thc/\]neriean.s 
strive to improve on the U.S. Army’s 


actual performance by attempting to 
adrance ahead of the historical timeline. 
Tile Gentians tiy to put the/\mericans as 
far behind schednic as possible. Some 
plai’crs inigbl be put off by the game’s use 
of“d)iiamic play balancing," w'iiieb is 
intended to keep one .side from gaining so 
great an advantage that they easily breeze 
throngb a campaign. In iheoiy, the idea 
has merit, but in practice, it lias the effect 
of penalizing success and excusing failure. 

Close CoMiiXf is a good game, but it 
could ha\'C been better. Some \s ill find 
gamcplaye.xtrcmclyfnislrating, not 
liecaiLse the game is Inngli to learn, but 
because the best techniques for gising 
orders and nioxing around ihe map are 
largely ignored in the manual (see side- 
bar). ' I liese omis.siniis, combined with the 
real-time system, slow map scrolling and 
delayed response.s to mouse clicks, make 
the game seem more diffienll Iban it is and 
more frustrating than il should be. Micro- 
soft shot itself in the foot by failing lo pro- 
side adec|nate doenmenlation on how to 
best jj!a\’ the game. Of course, \’on aniki 
plunk down 516,95 for the N lierosoft slrat- 
cg\’ guide ads’crtised in the manual. 

Close Comh\t is unmalebed in its 
abilit)' lo piwide a realistic and challenging 
experience from the pempeetive of a World 
War II infanliyTicntenanl. However, the 


bluest question mark is its replay I’alnc as 
a solo game. Once \ ou’vc mastered the 
tactics and plai ecl Ihe cam])aign lo its con- 
clusion from each side, there’s little inccn- 
ti\'C to rexisit the game. Its focus is too nar- 
row', its depth loo limited and the capability 
to create custom battles is none.xisfcnt 
Still, Close Combat is a unique and 
innovative w'ork that provides mnlti[)layer 
capability and breaks new' ground in real- 
time wargaming. If Atomic can improx’c 
and expand on the concept, the best may 
be yet to come, 


^APPEAL: Players seeking a realis- 
tic, challenging real-time simulation of 
highly tactical World War II infantry 
and armor combat. 

^PROS: The graphics, sounds and 
combat model make Close Combat an 
outstanding “you are there” real-time 
simulation. The artificial intelligence 
is generally strong and realistic tac- 
tics are required for success. IWo- 
player network play is also provided. 
^CONS: Sometimes sluggish perfor- 
mance, even on high-end Pentium sys- 
tems. Lacks docu- 
mentation on key- 
board commands 
and shortcuts, 
has no scenario- 
editing capability 
and its focus Is 
too narrow. 
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Violence. Explosions. Profanity. It's a 
gome designed to become an obsession, 


Drink beer, visit exotic lands, 
kill the Inhabitants. 


Amazing Artificial Intelligence 
plays like it's got one. (A big one. 
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They're drunk. They're stupid. 
They're on your side. 


Sadist. Megalomaniac. Slightly less than attractive. Meet 
Commander Zod. You'll answer to him as you lead armies 
of beer-swilling, drunken robot soldiers from planet to 
planet, destroying everything that stands in your way. The 
game is called Z. It's got the depth of a strategy game, 
and the balls of an action game. Featuring the most realistic 
explosions out there, over 35 minutes of 3-D scenes and 
multi-player options for network and modem play. Z. 

Drink beer. Blow stuff up. It's going to get ugly. Really ugly. 


"The action in Zcan be described in one word; intense." 

PC Gamer 

"Humorous, fast-paced and crowded with dismembered body parts and 

debris, Z promises to be a very stressful and challenging title that ups the 

ante on real-time wargaming." ^ 

Computer Gammg World 

"...Forget Warcrah; this game offers strategy, action and htjmor- 

with an incredible A.I. to back it all up." ^ 

Fusion 

Commander Zod is waiting, www.vie.com 

Z ©1 996 The Bihnap Brothers, licensed exclusively to Virgin Interactive Entertainment, Inc. From Renegade 
Software, a Warner Interactive Company. Virgin is a registered trademark of Virgin Enterprises, Ltd. 



Circle Reader Service if 184 




STRATEGY/WARGAMES 


REVIEW • BATTLEGROUND 4; SHILOH 




Price: $49.95 
System Requirements: 
486-DX33 (Pentium 70 
or better recommended). 
Windows 3.1 or 95, 8 
MB RAM (16 recom- 
mended), 2x CD-ROM, 
SVGA graphics, 5 MB 
hard disk space, mouse. 
Windows-compatible 
sound card- 
# of Players: 1-2 
Protection: None (CD 
must be in drive) 
Designers: John Tiller, 
Jim Rose, Joseph 
Hummel and Charles 
Kibler 

Publisher: TalonSoft 
Software 
Forest Hill, MD 
(410) 821-7282 
Reader Service d: 336 




Sabbalh « 
Slaughter 

Battleground 4 Recruits Gamers For Bloody Shiloh 


by Johnny L. Wilson 




T he sail crcejjs o\'cr the hori- 
zon, ;is Union soldiers stir 
froni their tents on ;i peace- 
ful Tennessee inoming. Tlie 
calm is broken bv the eerie 
sound of a Rebel Tell, and 
the disorganized Yankees are 
dri\'en to scramble for 
defensive positions. Two of 
these, the Hornet’s Nest and 
Bloods' Pond, c\’oke images of bitter 
struggle through their ver\- names, brom 
the death-dealing buzz of Minic balls at 
the fonner to the pathos of wounded 
and dying soldiers \ying for a last, per- 
haps life-saving drii ik at 
lhelalter.the.se places 
areas nuichapartof 
our Civil War memories 
as l^iekelt’s charge at 
Gettwburg. In fact, 

Shiloh was .such an 
ungainly slaughter that 
it seemed to prove the 
point of the brilliant 
Prussian general, 

Helmnth von Moltkc, 
that the American Civil 
War \s'as merely “a 
struggle of hs o anned 
mobs.” 


Grove), nine minibatllcs 
w ithin the Shiloh conflict 
(from 7 to 37 turns in 
length), and four "what-if 
scenarios (one for Wilson’s 
Occk and three for Shiloh). 
Wliatever s our preference 
in lenns of Union or Con- 
federate. Inlaying all of the 
scenarios will give \'OU 
ample op[wrtunit\' for dar- 
ing attacks or bold defcn,se.s. 

Perhaps the most inter- 
esliirg difference between 
Sitit.oitand itspredeccs- 


BODY COUNT Casualties lor this Wilson’s Creek replay are 
about 1,500 casualties higher; respectively, than the 
Union’s real 1,235 and the Confederacy’s 1,095. 


"I'VE MET THE ELEPHANT BEFORE 
AND THE WAY TO DO IS TO KEEP 
COOL AND AIM LOW." 

Prh'cile A, C. Voris o/ the i 7 lh llliiuun 

B.\n i,i;Cr()1 ind 4 : Si 111.01 1 is a brilliant 
design for illustrating the chaos of 
American Civil W'ar battles in the West. 
The package includes three historical bat- 
tles (Shiloh. Wilson’s Creek and i’rairie 


.sors, however, is tlic troop mix. The units in 
these battles are largclv untrained and 
iindisciplined.This means that they 
become disnipted more easily and rout 
more frequently than they do in the other 
games of the .series. In terms of hrsloiy , it 
means that you can vividly see Sigel’s ad- 
vance falter at Wilson's Creek or watch in 
wonder as entire units rout after their first 
ex|)criencc of receiving fire. In game terms, 
it means that vou have to become a master 


► BRONZE MISSIONARY Cannon such as the one aimed at 
this Union unit were supposed to “convert" the enemy or 
“send them to kingdom come." 

of improvisation. Did that vanguard gel 
decimated charging the hill? Better get your 
leaders over to the muled troops and trv' to 
rally them at the same lime as you’re draw- 
ing your enemy’s attention w ith a quick 
maneuver on the flank. 

The relative ine.\])erience of the troops 
also means that, in most of the scenarios, 
v'OLi’ll want to trade speed for covering 
terrain. The battlefields in Si 111,01 1 have 
extremel)' wooded tcrr.iin and a great vari- 
etv' in land elevation. It is well worth it to 
take an extra turn oi' two to travel through 
the trees in order to bring your fulUstrength 
and undisrupted units adjacent to the 
cnemv before the)' take any damage. 

In B.'Vrn.i'.CitotiND: CKiTiSiiUiic: and 
B,\rn.r.CROliND; W\i'h:RiX')0, maneuver- 
ing was elegant and puipo.seful-a militarx’ 
ballet of sorts. In Si tlLOl 1 , you depend on 
quick mov'es and countermoves— more 
of a militarv’.sock hop where you ad lib 
your moves ba.sed on morale calculations 
and terrain opportunities. BCW gamers 
may miss the infantry .squares and cavalrv' 
cliarges, but all BC fans vv ill probablv like 
what tire .smaller units and increased 
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Wai!C/AME Construction Set" III: AQE OF RIFLES "allows you to build armies 
and participate in the endless battles fought between 1846 and 1905. Choose . 
from 6 campaigns and 60+ scenarios - including 3 Civil War campaigns and 25 
Civil War scenarios. Or create your own battles using the Campaign Editor! 


noma: 

Visit your retailer or 
call 1-800-601-PLAY 
with Visa/MC {North 
America only). 
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REVIEW • BATTLECROUND 4: SHILOH 



► FOOL ON THE HILL Alter an overly aggressive Union 
I charge at Prairie Grove, the Rebels pushed the Yanks to 
I the edge of the map. 


emphasis on inonile (not to mention 
shorter ,sccnnrio,s) do to gamepliiy, 

"THE SEARCHING BULLET FOUND 
MANY AN UNFORTUNATE IN HIS BED." 

A liiiarOcorge Mason 


.-Xnothcr inteie.sting aspect of Si Iil-Ol i is 
that the battles of Shiloh and Wilson's 
Creek were suqjrisc attacks. At Shiloh, 
General Shennan insisted that no attack 
was coming, even when his own officer 




REBEL HELL Since Shilou is a hex-based system, make 
sure you make your melees count. Surround the defend- 
ing unit, so that if it has to retreat, it will have to retreat 
through a Zone of Control (ZOCs are the hexes immedi- 
ately adjacent to your unit). If there is no other avenue 
of retreat other than through the ZOC of your unit, the 
enemy is totally destroyed. This has the advantage of 
not only clearing the hex, but scores extra victory 
points, as well. 


reported ihal Confedcrales w ere coming 
in force. At Wilson’s Creek, the rebels 
didn’t even bclie\ e the early sounds of 
rillc fire w hen the)' heard it. Si 111,01 1 .simu- 
lates the surprise attack as|)eef ver\' well 
using the "fixed" troop method (familiar 
from the oilier games in the scries) w'herc 
units arc not released until the appropriate 
point in the simulated ilay of battle. It’s 
fascinating to watch the effects of hostile 
fire on an tiirsiispecling enemy 

l'’urther. it seems like tbc.M has been 
adiusted to become more aggre.s.sive in 
St lii.oi I lhan il was in IKiCi and BCAV. 1 
particularly noticed this when 1 was com- 
manding the Confederates during the 
I’raiiie Caov'c scenario. Cainliai'y to his- 
toi}', where Union General I Icnxin 
awaited the rebels in Ihe limber atop an 
/Vbnsas hill, the outnumbered Aiinkccs 
charged down the hill and into a deadly 
crossfire from my lroo|>.s hidden in the 
woods, liv the lime General Blunt’s troops 


arrived to reinforce 1 Icrron, his troops 
were routed from the map and my forces 
controlled tl le objective hexes. 

'llic other improvement in thcAl 
.seems to be in target prioritization. 'Ihe .Al 
uses coiinlcr-ballery fire belter than 1 
remember il in cither BGG or BCAV, and 
it appears to hone in on weak units better 
than il did in the other BG games. 

"TONIGHT WE WILL WATER OUR 
HORSES IN THE TENNESSEE." 

('icneralA. S. johmlou 

Of course. Johnston didn’t gel to water 
his horse in the Tennessee on Ihe night of 


April (ith or ain- subsequent niglit (lie died 
Ining to rally demoralized troops). In 
St 111.01 1, as in hislors', the gunboats area 
thorn in the Rebel side, ’lo simulate the 
impact of the gunboats, SiiiiX)l I allows 
them to use indireet lire (fire at any target 
within range, regardlc,ss of line ofsighi). 
The existence of the gunboats makes 
plaving the I Jnion interesting, e\en if the 
ear!\- going does look like Johnstons plan 
of mlling up the right and powering 
through the center is going lo w ork. 

Union players alwax's know lhc\’ have an 
ace in ihe hole. 

"I GIVE UP ALL IDEA OF SAVING 
THE UNION EXCEPT BY COMPLETE 
CONQUEST." 

( 'leiieral U. S. Grciiil 
iininecIitilelyaflcrHIvloh 

At this point. I simplv have to admit 
rmbias. It maybe that I base simply 
become more and 
more comfortable 
(and more and more 
])lea.sed) with the 
BG system. W^ith 
morea^rc.ssi\'eAl. 
more fa,scinating 
music and more 
interesting .scenarios, 

I just can’t stop plav- 
ing. T() me. St III .oil 
is the best in an 
alreadx' excellent 
.serics.’laken from a 
review er who prefers 
Napoleonic battle- 
fields to ACAV killing grounds, that 
should .say something. 'Ihe 15G series is 
.special and gelling more so. % 


^APPEAL: Combines the best 
aspects of miniatures and board 
games with the distinctive Bahli- 
Grqund visual style. 

>PROS: Challenging Al, fascinating 
scenarios, perfect music, interesting 
teitain and new 
gunboats make this 
the best BAniE- 
Ground yet. 

^COHS: Some 
people won’t like 
the necessary 
micro-management. 
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Hell To The 
Chlel 

Tiy Playing Pfesident With A Morin Your Midst 





by Tim Carter 


F rom aciiclc- 
micslike)ohn 
Mcarsheimer 
In political 
cnliimnisLslike 
l\). O'Rourke, 
mail}’ com- 
mentators 
lia\c rcmaikcd 
that llie 

United States needs an 
exiemai cnemv: As a 
Canadian, I would lia\e to 
disagree. In a computer 
game, tiiougli, oppo.sition 
is a ncce,ssity. And a com- 
puterized president need,s 
an enemy— or more than 
one. C^l5i';ttjiin.'\.s lias ene- 
mies in unexpected places. 

Ill Merit Sv’stem.s’ C’lHiiRjuil-VS, the 
•sequel to St INDOW PRl’;sit)i’:N'l'(SP), play- 
ers lake control of the foreign polici' and 
budget of the United States. As in SP. lit- 
tle or no domestic policy is involved, and 
players spend most of tlicir lime looking 
outward. C'iBI'',RjUf),\.S builds on the solid 
international model of SP, putting pla}’cr.s 
in command of a wide range of foreign 
policy options, both nash’ and nice. 

Piav’crs may opt for one of three situa- 
tions: Presidential Simulator, Cabinet 
Wars, or Cyber)udas. In each game, sou 
must keep j’our ]30pularil\' le\ el high 
enough to ensure rc-eleetion, while 
attempting to boost a number of other 
indicators of ,sueeess,including) our 
cffectivenes.s, the level of conflict in the 
w orld, and the global standard of living. 
You may use the full range of diplomatic, 
economic, militar}', and covert actions in 
.support of your aims, dlic effects of your 


ON TOP OF THE WORLD In OberJudas, you play the ultimate role, that of 
U.S. president, vying for world dominance, seeking re-election and rooting 
out corruption in your administration. 


actions are shown for both the United 
States and the target countrv. 

'Ilic lc\el of detail in CtBKRji 'O.vs is 
superb, with a highh’ complex set of inter- 
actions between your poliev options and 
the eventual outcomes botli at home and 
aba)ad. for those not familiar with foreign 
policy strategics or international relations 
in general, though, this level of complexi- 
ty could he daunting. 

Asignificant problem with both 
St lAf)0\v pRivSii:)KNT and the 
Presidential Simulator in 
C\HIRlJt.J|A'uS is that the world is 
just too benign, in this accurate 
model of the [lost-coki war envi- 
ronment, the United States has an 
abiindanec of mililarv’and eco- 
nomic pow er, and generally has 
an easy time getting what it waiiLs. 

'Ihis may be a good place to be in 
rcalit)', but it’s not so good if 
you're looking for a challenging 


evening of gaming. 

Tlic designer have 
moved to overcome this 
problem by adding in 
additional game situa- 
tions. In Cabinet Wars, 
}our advisors forcefiilK' 
pash tlicir own agendas, 
which mav not match 
voiirs and certaiiilv w on’t 
match each others’, ^bur 
cabinet is a prettv’ touch}’ 
lot, and threats to resign 
will pour in once vou start 
disiigrccingwith them. 

I lovvever, since the advi- 
sors are a ke}' source of 
infomiation, ignoring 
them makes winning con- 
siderably more difficult. 

In the Cyberjudas scenario, one of these 
individual-s is actually a higlilv devious trai- 
tor bent on your de,stniction. 'Ihls advisor 
will take action williout authorization, and 
can make a mess of an ofhenv ise peaceful 
world. Ihe presence of an cneiiiv in vour 
midst, .someone working actively against 
}’on, adds tremendously to ganieplav. 


GOOD DAY, MR. PRESIDENT Though your advisors 
can be a good source of advice, they will often try 
to push their own agendas. 





Price: $69 

System Requirements; 
IBM compatible 486-33 
or better, 8 MB RAM, 

20 MB HD space, 2x 
CD-ROM, SVGA graph- 
ics; supports Sound 
Blaster compatible 
sound cards. 

§ of players: 1 
Protection: None (CD 
must be in drive) 
Designers; Robin 
Antonick, Charlie 
Athanas, Glenn Doren 
and Brad Stock 
Publisher: Merit 
Studios 
Dallas, TX 
214-385-2957 
Reader Service if: 337 
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'J'AKK I'l' OlJl’. 

I soNEONii: i ca!^' 


iV imOUGlI fO ttIJiV 


THlimiGI! MACHIiVI! (ifJN MKE 


TO GKT THli: JOB OONii;. 


AND ANOEllSON, 


TIIiilltE COULD BE A MEDAL 


IN IT FOB YA. 


THAT TANK UP THE 
HOAD? SOMEONE’S GOTTA 


Count on. someone who’s 




Anderson , Chuck . Sergeant . Leads 2nd Platoon’s Recon team. Probably gotta 
wife back home. Damn good soldier. You give him an order and he figures 
out the best way to get the job done. So what’s he doing cowering behind 
that bombed-out farmhouse? 

Saving his own butt. 

That’s what you should expect if you order him to do something crazy. In 

Close Combat everything reacts like 
it does on the battl ef i el d . f rom 
the ripping canvas hiss of the German 
MG42 machine gun to the screams 
of the men it hits. It all goes down 
right in front of you. In real time. 

So there's no time to thumb through 
the manual. You work your mouse like 
a weapon. Point and click and boom. 
the shooting starts the second your 
men step off Omaha Beach and it don’t let up ’til they’ve 
taken Saint - L6. Troops, terrain, situations - if you want 
'■M_6p«pa take? to get any more accurate, you’ll have to shave your head. 
Wanna go head to head with other military geniuses? All you 
need is a TCP/IP connection. And guts. 

To experience Close Combat visit your nearest 
recruiter or head straight forthe battlefield 
at http://www.m1crosoft.coni/games/kickbutt/ 


^nerlcans vs. Seraans? 

Which, side jou 
ganna take? 


Windows^ 93i 
Which aide 


basic training todaj. 


Microsoft 


C1996 Microsoft Corporation. All rlgliis resBrvefl, Htsrosoft and Windows are regl stered trademarks 
ff/’ere do you want to go-today? Is a traJesark of Microsoft Corpor.at<On. Mac 1s a, 
trademark of Apple Computer, Inc. 01996 Atonic Games, !nc. Ail rights reserved. 
Atonic. Atomic Games and the Atonic Games logo are trademarks of Atomic Games, ^nc. 
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Instead, spend a few months destabilizing the government and the 
economy, then have the CIA place a strategic phone call to a gener- 
al or two. Likewise, if you wish to build your social and economic 
ties to an allied or neutral country, begin with a low-risk option such 
as a cultural exchange, then gradually increase aid (if needed) while 
launching more ambitious initiatives. Of course, there will be excep- 
tions to any rule. 

Getting your budget on track and making the U.S. economy grow 
at better than the usual 2 to 3 percent is crucial to your overall suc- 
cess. For one thing, lower taxes, high growth and a balanced bud- 
get will do wonders for your popularity. Also, having extra cash for 
massive foreign aid projects or increased military spending can 
make a big difference in the success of your foreign policy. 

My usual plan for economic growth involves balancing the 
budget through military cutbacks and tax increases in the first 
days of my presidency. Follow up immediately with a global free- 
trade initiative. 

This may cost you a few popularity points, but the election is a 
long way away, and the resulting economic gains should allow you 
at least tvro years of very high growth and significant tax cuts, with 
money left over. Once the U.S. economy starts to grow fast enough 
to produce a surplus, channel some money into infrastructure 
investment, which will, in turn, create even higher growth. 


W ondering how to be a successful president? A 

good rule of thumb is to start small and work your 
way up. For instance, if you wish to depose the 
government of. s^, Libya, don’t immediately fos- 
ter a coup d'etat, as your probability of success will be low. 



rrs THE ECONOMY, STUPID Money equals success, so make sure 
you encourage improved relations with powerful economic nations 
like Japan and Germany. 


As a n.'Mill, tliL‘ C^\1x.Tjiid;b .scenario opens 
up new menus' and options: 'ton not only 
counter llie traitors intemational 
]X)lic\'. hut also condutl \our own internal 
in\'estigation to rewt out tlie )iidas. 'llie sce- 
nario pla\^ tlw)Ugli three [diascs. eacli witii 
its own judas. So e\cn w hen \t)u catch the 
first Imilor. s'oii don’t have a “clean" cabinet. 

’ [here are wavs to lOOt out the traitor, 
though, 'liiu may burgle hi.s/licr office, by' to 
break his/lier computer pa.s-seode, and 
launch varions other underhanded tricks in 
pursuit of trutli, justice and an election \ie- 
toiy; Once you ha\'c a suspect in mind, you 
can take action against tiie traitor— but be 
careful, some advisors have tremendous 
[5re,slige and [X)wer and may not be easily 
removed. C<juld l-brd have fired Ki.«inger? 

’ I here are a variety of wavs you can under- 
mine llie authoritv of your own cabinet, 
which hopefully .should cut the culprit 
down tosi?e. 

Still, even with traitors crawling all over 
the Wliile I louse. 1 have to quc.stion the 
designers decision to u.se this particular 
.strategv’ to liven up the geojxilitical model. 
W'ouldn’t it hav e been easier to provide dif- 
ferent w odd |xiwcr balances, thus giving the 


I inites States a few tmly external encmie,s? 
Wliile 1 wouldn't want to lx; the guy w ho 
had to reprogram the entire datalmse for the 
1960s, thus reincarnating the cold war, sure- 
ly it wouldn't have Ixen difficult to [xisil a 
resurgent Cx-nnany, lh.i.ssia or China? 

Mvdi.sappoiiilinenl is due, in part, to the 
strength of the game's modeling of w orid 
alfairs, and how the U.S, affeeLs liiem. Not 
only is a full range of options available, but 
the best results often come from patient, 
well-planned strategies that rcc|iiire fairly 
elaborate .sequences of iiiituitivc,s, a.s in real 
life. Conversely, rash militaiy' operations are 
punished fairly heav'ily, and the aniied 
forces really do become a tool of Iasi rc.snrt. 

Perhaps this is just a personal quibble, but 
having so many neat toys seems a waste in 
such a dull .sancilxix. Still, whenev er a kxal 
crisis does empt, an adveninroiis ])iesidcnt 
can easily make the worid mom lively and 
challenging by scrtiivg very ambitious goals 
and pursuing them aggressiv ely. 

A further crificisin 1 have concerns the 
lack of victory eoiidilioiLs or a scoring sys- 
tem. Thie, one must gel re-elected (or in the 
caseof hvily troubled adininistratioiis, avoid 
coups and as.sassiiialion attem])l.s), but it 


w ould be nice to have an additional yard- 
stick agaiast which one could measure eaeli 
game. (Of course, when ])layiug the 
ChUlvitjnD-VS scenario, llic goal is to catch 
the Irailor, but even here it would be useful 
and enlerlaining to have a CiV-like scoring 
.system ba,sed on Ihe stale of tlic world at the 
end of Ihe game.) 

I lltimateK', these are but minor coi'n- 
plaiiiis. On tlie whole, CiHF.Il|i m.-vs delivers 
what il promises, a detailed and relatively 
accurate siinnlalion of world politics, with 
some espionage and backslabbing thrown 
in to keep the pace moving. S 


^APPEAL: For those who’d like to 
experience the presidency first-hand, 
students of political science, and Bob 
Dole. 

^PROS: Highly detailed simulation of 
geopoiitics. The Judas scenario adds 
suspense and deepens the game. 
►COHS: May be 
too complex for 
some gamers; not 
for the impatient. 

Benign post-cold 
war milieu lacks 
strategic intrigue. 





Call (800) 814-3530 to reserve your copy. Access guaranteed. 


CO-ROM Windows/Miiciatosh. Copyright 0 1996 Vitjln Sound and Vision. All rights reserved, ijf'ind Virgin'" are used under license from Virgin Enterprises Limited. Hey. Keep reading. We've hidden a sr 
message somewhere li) this ad. if you can lind it, send It or) a postcard with your name, address, date of birth and the name and issue dale of this magazine to: Access Granted, Wrgin Sound and Vision, : 
S.Robetlson, Los Ang^s.CA 90048. if you’re one of the first soo kids, you'll get a Quest CO-ROM EREE! (Hint; it's a teal „ 
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THE SOFTWARE IN THIS ADVERTISEMENT IS RATED FROM KIDS TO ADULTS TO TEEN BY THE ESR0. 

Mofvol Comics. Ifon Man, Tilania, Meller. Mr. Hydo, Yellow Jnckol, Goliath, Absorbing Man, Doughboy, Blackout, Zola's Freaks, Amlm 
Zola, Baron Zcmo, and the (Jislinetlvo likonosses Ihorool aroJiadcmarks ol Marvel Cnaraders, Inc. and are usod with permission. 0 198G 
Marvel Characters, Inc. All nghls loservod, X-OMenowar '“SO tOS>S Acclaim Comics Inc. Acclaim is a division and registered Irademark 
ol Acclaim Enlortalnmonl, Inc. (Pifi 0 1936 Acclaim Entortainment, Inc. All rights reserved. 
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Have Here. 
Will Tiavef 

Turn-Based Sci-HIn Sierra’s EarthSiege Universe 


by Martin E. Cirulis 


O ver ll 1 C past couple of 

years, Sierra has made two 
allcmpis to gel in on the 
Cjiant Robot craze with 
their iSiKGK action 
sinis, both of w hich suf- 
fered from direct eonij^ari- 
sonlo the Mi:cM\\:-\RmoR 
lilies. But now, Ihev are 
llie first to get back to the 
roots of the siibgenre with MlSSION- 
Fi )R(:i',: CVRi'iRSTORM (Mb'CS), a straight- 
iip tactical wargame based on the subject 
matter of Ihe action titles. 'Ihose with a 


!o\'c for the old Hattleledi board game will 
be di.sa|))X)inted if the\'’rc looking for a 



computerized version of the \ encrable 
game, hut those who can gel past this fact 
and play the game for wliat it is will find a 
fairly good fiisl attempt at giant robot 
vs'argaming. 

TAKING CARE OF BUSINESS 

Mb’CS takes place after a human vic- 
lor\' in the F\R'n iSiRCF. universe, when 
mankind has finally gotten back on track 


Price: S54.95 
System Requirements; 
IBM-compatible 486-66, 
8 MB RAM. 2x CD- 
ROM, Mouse, Sound 
Card, 6 MB hard drive 
space; supports 
Windows Sound Cards 
and 14.4Kbps or higher 
modem/net play. 
If ot Players: 1-8 (LAN 
or modem) 
Protection: None (CD 
must be in drive unless 
Gigantic Install is 
selected) 
Developer: Sierra 
Publisher: Sierra 
Bellevue, WA 
(800) 757-7707 
Reader Service It: 338 


to the stars, llufortuuatelv, your old 
enenn; the C\ biids, and their giant robot 
fighting machiiie.s, though defeated on 
Farth, seem to he thriving in the depths of 
space. You arc a niilitaiy commander in 
.some .soi l of corporale army coinpo.sed of 
I lere.s, the human answer to the Cybrid’s 
warmaciiiues.and vou arc basically out 
there pmlecliug iniuiiig interests while 
beating on the Cyhrids. Another major 
premise change here is that instead of 
noble humans manningthe.se machines, 
\ou get to breed artificial life fonns called 
Bionemis, which are .si}ecially designed 
to link with ! lercs and fight more effec- 
tively than any mere human could. 
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upgrade this camponent 


f GRIO GAMES Cyberstorm’s wargaming takes place under the pretext of galactic capital- 
ism, as you buy and repair Hercs to both mine for ore and eliminate the rival Cybrids. 


Y)u are expected to fight your way 
ihmugh four different star s}'stcms, having 
to destroy the main Cybrid base in cacb 
system before moving on to the nex1. 

Isach groip of worlds offers more exotic 
conditions and more femcious resistance 
to the company presence, until vou finally 
dc.stroy the C) brid home world. 

Since \ on are a company man, evcr\- 
thing costs money, which you earn from 
taking on niis,sions in behveen your cri- 
sades losave hiimanily from digitization. 
Yon will find yourself doing .standard mili- 
larj' jobs like search-and-destroy or base 
defen.se, along with ore mining missions 
w ith .special digger altachmcnts on your 
1 lercs-not exiictiy noble work. 

IRON MECHS, ORGANIC CIRCUHS 

'ihe tactical wargame section of the 
game lakes place on the battlefield, where 
your 1 lercs fight and .sometimes mine for 


ore. It is yonr standard hoard game inter- 
face, with a ln[>clov\ii view; yonr ani- 
mated playing piccc.s resemble tiny minia- 
liircsand the planets themselves resemble 
the .stacked hccigon terrain ibat you can 
purchase for tabletop gaming. 'Ihe SVGA 
graphics are prett)-; and aside from that, 
the combat is further enhanced with unit 
facings and terrain altitude. Unforlnu- 
alelv. w hile the altitude of the various 
hexes comes across nicely, tilings like trees 
or w'aler seem painted on the old fash- 
ionetl way, and it is not always easy to pick 
the best coi’cr while under enemy fire. 

Some of tlic battles arc very interesting, 
but to be honest, most aren’t that lough. 

1 .uckiiv for us coasuniers. there is built in 
networking in this title, w hich allows up to 
eight armies to lake the field against one 
another— and that gives this game enough 
legs to make it worthw hile for social 
gamers, e.spceially .since Sierra w-tis smart 






You've got a CD-ROM drive, 
a wavetable sound card 
and you've got computer 
speakers with the 
power and fidelity of a 
1963 transistor radio. 

You’ve got to get Yamaha 
YST"' Multimedia Speakers. 

It doesn't matter it you’re conquering virtual alien 
hordes or calming your nerves with a Vivaldi CD while 
balancing the check book, 

Yamaha YST multimedia 
speakers release the stun- 
ning audio performance that's 
already right there in your computer. 

Try playing an audio CD in your CD ROM drive to hear how your speakers really stack up, il you had Yamaha YST speakers 
you’d hear smooth, crisp, clean sound. And you’d have plenty of power-with ratings from 5 watts per speaker to 45 watts of total amplifier power, 

Activ^e^ Thanks to Yamaha active servo technology the speakers, amplifier, and enclosure actually interact to deliver deep, tight, satisfying bass. 
Technology |^jpg| Qj gj^g^gy excitement to music and computer games. And for the ultimate in bass power and performance 

you’ve got to have a subwoofer. Fora complete satellite/subwoofer system choose the System 35 or System 45, Or add the MSW10 subwoofer to your existing 
speakers to bring them to life. wii mi ii || 

And if you look at the bottom of this page, you’ll find a computer retailer who’s got Yamaha multimedia I HI'IHOM 

, w , TliEH^'YoURCOMPiriER 

speakers. You ve got to go get them, ShouldSound 


t> 



YST-M7 Multimedia Speakers 


System 45 Multimedia Speakers 


Yamaha multimedia speakers MSRP from $59.95 - $249.95 at these line retailers, 

IS? 


To receive product literature, call (800) 823-6414 Ext. 503. ©1996 Yamaha Corporation ol America, Computer Related Products, 6600 Orangethorpe Avenue. Buena Park, CA 90620. 
All rights reserved. Yamaha, YST, and the Yamaha logo are registered trademarks of Yamaha Corporation of America. 





REVIEW • HISSIONFORCE: CYBERSTORH 


enough to puck n bonus net-disk in tlic box. 
so you c;in go lica(l-to-iie;icl witliout your 
friend needing to bnv liLs ouii full eopy. 


STEEL DREAMS, RUSTING REALITIES 

'Hie problem w ilb C\Hi'.it.s'i oii\i is that 


m 


i IF 


T o move on to the next campaign and even- 
tually win the game, you must defeat the 
main Cybrid base in a system— by no 
means an easy task, especially if you com- 
mit a couple of basic mistakes. 

The proper base-cracking force will consist of three or 
four of the heaviest Hercs available, with a string of 
next-best models strung alongside and two or three light 
scout Hercs to give you long-range vision and targeting. 

All Cybrid main bases consist of two parts: a horde 
of Mechs and a withering array of turret defenses. 
Victory will always go to the commander who separates 
these two components and destroys them indepen- 
dently, Advance slowly in a bunched line and draw the 
defenders to you, where you can concentrate firepower 
on them without coming under the guns of the static 
defenses. If you come under withering beam weapon 
fire from out of sensor range, you're probably too close 
and should back up until the mobile 
defenders are 





.. \Nt\en punch 

\ mostly destroyed. For 

the first base, make sure you have a cou- 
ple of large Hercs equipped with nothing but the most 
powerful beam weapons: these will act as anti-Herc bat- 
teries to destroy incoming suicide-robots. 

Once the Cybrids are down, rush the turrets in a con- 
centrated wedge from one side of the base to another, 
and victory is yours with minimal losses. 

The only other things you need to keep in mind are 
these: shields forward, use what terrain there is, and 
crouch your Hercs at the end of their turns. 



NO HUMANS ALLOWED Though you are supposed to breed artificial BioDerms to pilot 
your Mechs, all you are doing is buying people and jacking up their stats with money. 


it could have been so imicb more. Ini- 
tially, it seems as if its finally going to be 
tbe ineeb wargame that we have been 
waiting for— but when you get dowqi to it, 
it’s all just endless figbts on endless worlds 
against endless Cybrids, w'ho fight mainly 
tbe same way, in Ihe same machines. Cm 
afraid w'bal you have here is ycl another 
SI'’ VOID (varies only in degree) title. It 
nc\'cr changes, really; you just end up 
doing ihc .same thing against more and 
more enemies. 

'llie different mission t)pes, though 
the)’ seem initially to have different aims 
and reciuire different .st\’lcs, almost all boil 
down to the same thing: ’’Kill off all the 
Cybrids as quick!}' as possible.”'nie tacti- 
cal subtlety is preth' limited, and it’s hard 
even to get awa\' from the “biggest is best’’ 
straleg}' of Here force construction. 

'Mie campaign game is particularly dis- 
appointing. 'toil nc\ er quite get tlic feeling 
\'ou are stuck between warfare and capi- 
talism, much less that what you are doing 
matters. Esciy once in aw'hilc there seems 
to be some sort of plot ujxiate, but it ne\ er 
rea!l\' effects on the game, e\'en tliough 
\ ou keep hoping it might. 

BACK TO THE HANGAR 

CiliER-STORM is a good game at heart, 
but it's hobbled by Sierra’s desperate 
atlein])ts to reinvent a basically deri\'a- 
livc game. Combine the cmcial lack of 


spark with regard to style and universe 
wilh plot elements that ne\'er .seem to 
alter the actual battles, and the tedious 
elemenls of this game rise to the surface 
quickly enough that gamers arc left with 
20 to 40 hours of competoit hut repeti- 
tive Sh tactical w'argaming and a fun 
network game for Mcch cnlhusiasts. 

Ihe game's most grievous offcn.se, 
howeser, is the lack c)fa|xi])er manual. 
Online help files are great ,su|5plement,s to 
a I'ule hook, hut it was a fatal mistake to Ir}' 
this "no-paixr" stunt wilh a wargame 
where tables and charts, which sou can 
leaf through in your off moments in tlie 
bathnwm, are so important, 'Ihe lack of a 
real manual undermines Cyherslorm’s 
potential considerably. I was hoping this 
w ould be the great robot \s'argame w e’d 
like to see. It isn’t, instead, it’s just an inter- 
esting profot}])c.% 


^APPEAL: This combat strategy 
game is for fans of quick, easy and 
light Battletech’St^\e tactical robot 
bashing. 

^PROS: Extra CD for instant multi- 
player gaming, pretty graphics, the 
only robot war- 
game in town. 

^CONS: Lack of a 
manual; repetitive 
missions; not much 
challenge to 
winning. 






A Flight-Sim for Novices and Aces Alike 

Beneath the animated, exoskeleton of Banzai Bus 
beats the heart of a joystick-wrenching, pheromone- 
pumping, action-packed flight-sim. Designed for all of 
you gamers with better things to do than memorize a 
tech manual the size of a calculus book, Banzai Bug 
weaves a humorous story-line and wise-cracking 
dialogue seamlessly into the aerial action, Lead Banzai 
on a mission to drive the bug-phobic humans out of 
the house forever. Banzai Bug will be flying off your 
local software retailer’s shelf beginning this October. 

O 

Banzai Bug! is a trademark of Groiler Interactive Inc. GRAVITY 



Eight fully rendered 3D levels' 




i 



" " 1 




Bug-phobic human adversaries 

3 Axis, 360® freedom of flight 



Scores of ground-based and (203) 797-3530 

airborne bogies htipi/Avww.groller.com 






■ ftML Time 
Strategy Gamino 
Nopen flf Network Play 
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DunSffiossStDragons- pjapOlCOIl had 3 bill] 

hnagiiie wlm he could hiave 


Introducing Blood &? Magic: 

The first ever REAL TM E^ADfigP" slrategy game. 


nchanted forests. A land of floating islands. 
You're in the roRQOTTEhl REALMS WORLD®, 
but in regions never before seen. Five entireiy new 
realms. Each with its own landscape and hidden 
treasures. Its own periis. 

You have command of up to 30 unique characters. 
Of armies brought to life with stunning animations, 


in horrifyingly clear detail. 

It is by your wits that you build armies, withstand 
advancing legions, transform your Acolytes and 
exploit the landscape to your purpose. It's a world 
of strategy. Of fantasy. A place you have never 
been before. 

And it definitely isn't Waterloo. 


Download the interactive preview at www://interplay.dragonplay.com 

CI996 Tachyen Sludios, All rights reserved. INTERPLAY and MACPLAY are tradernafiis of Inlerplay Productons. All rights reserved. Licensed and dislribirled by Interplay Producliotts. Al rights reserved. 
BLOOfi & MAGIC, ADVANCED DUNGEONS i DRAGONS, «)4D, FORGOTTEN REALMS, and the TSR logo are trademarks of TSR Inc. Afl rights reserved. 


ant sb'ategic mind, 
done with a body like tiiis. 




llvailsIileoiiPCsfiiinaciiilosliCOIliiin 


^5 Realms (30 total missions), each with 
its own unique landscape 8f exotic 
magical items to manipulate 

((^Fantastic weapons, treasure chests, 
magical potions and violent spells 
await your discovery 


(^Command 30 unique AD&D FORGOTTEN 
REALMS® characters and monsters from 
wyverns to wizards 
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STRATEGY/WARGAHES 



by Elliott Chin 


I /NrCiwiII, 
f wiiilc iKit 
cxcecdingl)' 
difficult, cer- 
tainly was ii 
challenge to 
beat. '(he 
expansion 
set, though, 

Ls another 

.stor\; IhcK )Nn 'I'l ir; I3.\iik Pokiim. is 
much tougher than the regular game, 
and the scenarios will tn' tlic j)aticnce 
ofcs'cn the most advanced 
W/ytCRMT ))la\ers. '1 his issue, we’ll 
give vou stiategios for finally eliminat- 
ing the Orcish threat and destroving the unite tlie clans and win back/V-croth, 

Ore home world of Draenor. If \'ou want to check out next month’s Ore walk-thmngh. 
tackle the even tougher Ore campaign to 'Ihe first human act in the expansion 


TIP! At the mountain pass in Scenario 4, lure the 
Warsong defenders Into an ambush so you have a 
clear path to the towers for your Dwarven demoli- 
tion squads. 


set isn’t a cakewalk b\' any means, 
but it Isn’t as difficult as the later 
three acts. If von do find the scenar- 
ios too hard to bcal, turn to the 
website (www.zd.com 
/gaming) lor a walk-thmugh of Act 
I. Ihe tnie test of your mettle, 
though, lies bevond the Dark Portal. 

"DRAENOR, THE RED WORLD" 

In Scenario 4, you enter Draenor 


STRATEGY • WARCRAFT II: DARK PORTAL EXPANSION SET 

Crushing 
The Ores 

How To Lead The Humans To Victory 
In Beyond The Dark Portal 



I n all scenarios, you’ll eventually have to 
destroy or conquer several Ore villages. 
Here’s the skinny on how to use com- 
bined arms to crack well-fortified camps 
in Bewnd the Dark Porial, the original 
WarCraft II, or even multipi^r matches. 

Next month we'll provide defensive strategies 
for thwarting invasions. 

1 . First, use Gnomish flying machines to 
uncover the map and find out where the Ore 
camps are, how many troops they have, how 
the camps are laid out, and where the tovi^rs 
are. Then, keep the flying machines close to 
the Ore villages so you can monitor Orcish 
activity and watch your own troops when you • 
move in. Flying machines stationed beyond 
your borders also give you advance warning of 
incoming enemy units, if you have the magic, 



► ICE STORM A devastating tactic in camp inva- 
sion is to have a line of footmen stand ground 
with several mages behind them. Then, when 
the Ores come to beat on the line, cast blizzard 
spells at the edge of the Ores to wipe them out. 

invisible knights or flying machines also make 
great scouts, as they can run into enemy terri- 


tory without detection. The paladin’s holy 
vision spell is also good for recon. 

2. After you've scouted the enemy camp, 
take out the towers. Use Dwarven demolition 
squads to destroy those towere at the edge of 
the enemy camp. Make sure, though, that you 
have flying machines scouting the path that the 
Dwarves will be taking. If there are troops in the 
way, eliminate them, and then send in the 
Dwarves. Against those towers protected by 
walls or located in the middle of the camp, use 
ballistas. Make sure that you escort them with a 
force of footmen or gryphons though, because 
they have weak armor. Ballistas are most effec- 
tive when you double (or triple) them up, as a 
group will be able to destroy a tower instantly. 

3. Mages with blizzard spells are also good 
for decimating towers or Ore troops. Just make 
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through the Diirk l’orl;il.To the west 


through a mountain pass lies the W'arsong 
Clan (reel). Destroy it quickly (be warv of 
tlie towers), and build \ our first cainj) here, 
[)ep|)eriiig it with many guard towers to 
protect against dragons. 'Ilien send a force 
of peasants, ehes and foohnen south to 
find the .second gold mine, which is 
guarded by a daemon. Deslro)’ it with the 
elves and build a .second camp. Set up 
guard and cannon towers near this second 
gold mine to kill incoming peons, as anoth- 
er Ore nation w ill be Irving to u.sc this gold 
mine as well. After you’ve built a large (20- 
lo jO-man) ann\'. ino\'c in an arc east and 
then north to lake out the other Ores. 

In Scenario 5. move south to de.slrov 
the small Ore \ illage there and build sour 
own camp, Wliile building vour town hail, 
gather vnur knights, footmen, elves and 




ballista into a nine-strong parts'. 

Send this group eashsard along 
the soutlicm coastline. Once 
\ou find the tw o towers guard- 
ing entrv’ into the Bleeding 
l lollow Ore camp (orange), 
have V'our ballista take out the 
towers from afar. With that 
done, send the entire force 
soutlnvard into the peninsula 
and destro)’ the camp. After 
you have secured this area 
with several towers guarding ^ TIP! 
all po.ssibic entry' points to the I can 
camp, start building a town I you 
hall and a shipyard oi- two. 

'llicre are also two more gold mines on 
this landinass for the taking, just remem- 
ber to station towers nearbv’ for defense. 
With lliree or four of \ our bases e.stal> 


Using this formation and a knight decoy, you 
lure the Warsong defenders to their death before 
invade the Ore camp. 

Ifshed and your shipyards finishing up 
eoiistmction, all you need to do is con- 
.stmetan adequate navy of subs and bat- 
tleships to destroy the enemv' shipvards. 

Scenario 6 is incredibly difficult, but 
there are two means of winning, '^bu can 
load u]i all troops into vour transports and 
send them, along witli the warsliips, south- 
east to Bleeding Mollovv Clan (orange) 
immediately. iViakc sure you use your war- 
ships to clear the shore of any lowers and 
ships before unloading your troops at the 
northern shore of Bleeding Hollow. Ihen, 
using the base-cracking tactics in the side- 
bar, decimate the camp quickly. Every 
orange-colored building, including the 
Bleeding Hollow oil platfomi, must be 



sure you guard them with gryphons or a line of 
footmen. The good thing about gryphons is 
that all ground units, except for trolls, will actu- 
ally turn tail and run from a gryphon, so they 
won't even touch your mage. 

4. After the towers, you will have to deal 
with any death knights the enemy has. You 
can either cast invisibility on a paladin and 
send him deep into enemy territory to exor- 
cise a death knight, oi; if you have enough 
mages, send in a group of three or four invisi- 
ble footmen to do the dirty work. Keep in 
mind that death knights can still detect invisi- 
ble paladins, You can also simply rush a 
death knight with your footmen once he has 
exhausted his spells. 

5. The actual invasion force should consist of 
at least two nine-unit waves, half of which 


should be composed of footmen and knights 
for the heavy-duty melee, with the majority of 
the other half consisting of archers for support 
and several mages for special attacks. Take out 
enemy barracks first, then kill all the peons, and 
afterward, move to the Ore stronghold. If the 
camp has towers deep within, take along at 
least two bailistas with their own dedicated foot- 
man escort. Never group Dwarves with your 
attack formation; if they explode next to your 
troops, they’ll take them out too. You’ll be in 
good shape if you attack with at least numerical 
parity, upgraded troops, and units grouped 
together to attack single Ore units one by one. 

6. Gryphons are great for taking out can- 
non lowers, buildings, ships and ground units, 
but have them attack targets away from your 
main force because their thunderbolts will also 


harm nearby friendly units. 

7. If you're invading coastal camps, use 
Gnomish submarines to take out any Orcish 
ships lying near shore, unless they are within 
watch of a tower In that case, use gryphons 
or battleships to destroy these vessels and 
any cannon towers on shore. Warships can 
also be used to bombard and clear the shore 
before you unload your troops, 

8. Lastly, keep in mind three crucial things. 
First, upgrade your stronghold and units as 
quickly as possible. Second, don't st^ on the 
defensive too long, because the longer you 
wait, the more entrenched the computer 
enemy will become. Strike as soon as you’ve 
amassed a large army. Third, if your first wave 
doesn’t do the job, keep cranking out the 
troops; victory takes time. 
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ck'stmyed before yon can load Danalh and 
'iiiralyon back onlo your transports to be 
taken back to the Circle of Pow er. 

/Mtcniativcly, )’oii can defeat this sce- 
nario by taking o\er tire VVarsong Clan 
camp (red) in the southeast continent and 
setting u]) two gold bases on the land- 
mass. ^ lake sure the first stnichires \xni 
build alter town balls are lumber mills and 
guard lowers to fend off the frcc]ucni 
dragon attacks. You should then be able to 
build a sizable anny in relative comfort. 

I las c plenh' of archers in both bases to 
defend against imaders, and once \ ou’\ e 
ninstered a large enough anny, boanl 
them onlo (mnsports and .sail to Bleeding 
I lollow to the west. 

Only attack Bleeding l-lollaw'Clan. 

I hey arc your .scenario objective, .so don’t 
bother w'ilh Shadowmoon (Irlack) to the 
south and Boncchcwcr (green) to the 
north. Not only arc you no match for all 

II irce clans, ) Ou'll waste valuable 
resources discrjvcring this fact. 

"WAR IN THE SHADOWS" 

I he mission to.sla\ lhe monstrous 
Dcathw'ing is Scenario 7. Don't lose vour 
traasporls; they are the only ones you’ll 
gel. I xrad up the transjjorts, sail due cast, 
and unload once von hit land. Ihen move 
towards the Ore camp to destr(3\- it quick- 
l\' and free the large |)arh’ of good w arriors 
held behind walls. Group tlic archers 
together and be read)' to jum]3 to v our 
destroyers, because dragons will soon 
attack by land and sea. Biiisc a small camp 
with a shipyaal and start building desto)'- 
ers. Once you’ve built four, load up your 
transports and send the expedition nortb- 
custcrly along the shores of the northern 
land mas.s, huggiiig the coa.st. Don’t even 


trv' to take on the Shattered I land navy 
(w bite); sirn])!)’ tiv to dislraet an)’ warships 
long enough for vour troops to disem- 
bark. Once ashore, v'ou’ll have to fight a 
minor battle against Warsong warriors 
(red) to .secure the beachhead, but it 
.should be relatively easy. ’ ! hen, follow the 
maze of mountains to where Kurdran and 
his Cr)phon, Sky’rec, arc being held. Do 
not charge through this maze, but .send 
inv'isible knigbls to scout ahead. 'Ihere are 
many skeletons and Ore troops lying in 
wait, and Kurdran bimsell is guarded by 



man)’ nndead and several towers. U.sc 
Klradgar's .spells and the jraladias’ exor- 
cisms to .soften up the (pposilion; also rest 
periodically for healing via your paladins. 

After )'oii free Kurdran, have him lure 
Deathw'ing to your waiting archers. Make 
Khadgar cast a .slow spell on the dragon to 
prevent his e,scapc. and then order your 
elves and Kurdran to tear into him, 
k’or vSeenario S, .send your Cnomish 
flying machine to scout west acro.ss the 
sea, where vou'll find the Shattered l land 
stronghold (white). 1 lave vour battle.ship 
destroy the single tow er guartling passiige 
into the camp, and then unload your 
tmops from v’our transport at the forest 
ripening. ’llierc are two towers inside the 
camp, .so .send your two dwarves to 
destrrjv them, l lave vour troops move iij 
to take (jut the settlement, arul then raise 
yourcjvvn earnp. Kxplore the whole island 
arrd vou’ll find another gold mine. Build a 
second hail quickly, and make sur e )'ou 
erect several towers at kev’ entry [joints to 
en,sureadec|naledefet),se. I laveamixof 
cannon towers oit shore lo destroy jugger- 
nauts and gnai'd lowers for dragons. Build 
a shipyard and .several destroyers, and 
e,scot t an oil tanker to build an oil plat- 



form just southeast of your cam]5. Also 
southeast is an island with an additional 
gold mine. Take it when needed, though 
you’ll hav'e to clear the island of trees 
before you have space to build a town 
hall. With all your gold mines seeurecl, 
start cranking on tire war production. 

I’roin there, it’s a matter of w'hittling the 
enemy Ores down with Grvphon harass- 
ment, submarine attacks and then a full- 
scale invasion of the other two Ore camps 
far .south. 

In Scenario 9, first travel eastward 
toward the Boneehewer clan (green) with 
all vour troojjs, except for two footmen. Do 
not attack llic town, but instead go slighll)' 
north of it, skirting tire Boneehewer towers, 
to free the prisoners in a walled piison north 
of the cam[). Use the ballista you freed lo 
take out the Bonechcw'cr towers, and (hen 
take the settlement. When you send )’oiir 
lrno]JS to do this, also have your [jeasants 
build jiLst a town ball and lumber mill at the 
first gold mine you passed on the way' east, 
which is located at tlie bottom middle of 
the map. ’Ihen surround this conijxnind 
with fanns and guard towers. Use this loca- 
tion only ;rs a gold depot, ’lire Boneehewer 
catnjj siiould !>c your tnie base. /\fier 
Boneehewer is secured, send a few [jcasairts 
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• Play to win. 

• Subscribe 

to save. 


Here’s the move 
that’ll blow’em away 


whats itour Pick for Game of the VBr? see (Hir vifiiM 


I-8OO-827-445O 


And grab the rock-bottom rate 
other gamers would virtually die for! 
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tliac to .set up your rcii! base, build up ;i 
liirgc iimiy and attack Shattered I laud 
(white). 'Ihcn, \\hcn\ou ha\'c grsphoas, 
mages and ])aladins, attack nortli and take 
out the Shadowmoon clan (black). Lise 
dw'arsesaiid Irallistas t<3 take out the towers 
and have invisible footmen hunt down t!ic 
death knighls. 

If you still need more gold to defeat 
Shadownitwii. there is a third gold mine 
northwest of your cam]), just south of the 
mountain range. ILememlx;r that s ou onlv 
need to destroy ShadownKHins compound. 
Ignore the WarsongClan (red) to s our cast. 

"THE MEASURE OF VALOR" 

'I be objectis'cs for Scenario 10 tell \ ou 
to hold out till the Ore forces withdrass'. 
but wailing will get sou nosvherc; you 
have to attack. Securing additional gold 
mines isn’t a priorits’ here, but build extra 
camps if you can. Make .sure you fortih' 
your northern camp border with guard 
and cannon loss'crs and a few lootmen. 



With that border secured, attack the 
Shattered 1 land clan (white) In the far 
.soulhss'cst. Shattered I land has death 
knights, though, so upgrade your knigliLs 
to paladins before sou get there. /\ftcr 
Shattered l-land, move northeast to take 
out Boncchcsscr Clan (green), 'nuindcr- 
lord (violet) lies north, on an island, and if 
s ou deslros' this camp late in the game, 
sou can ])retty much wipe it out svilh 
Crsphons. 

In a sur|)rising twist, you get to com- 
mand the 1 ;uighing Skull Ore Clan in 
Scenario II; (hey lie direcils’ north of 
your starting position. Your first task 
should he to presers'e your paladins and 
their healing posvers, since the Ores has'c 
no analogous ability; Next, build up a line 




of lowers behind a line of faniis for pro- 
tection fmm the west. 

\Mien )' 0 u hase dragons and sappers, 
take them and a wave of troops .southeast 
to destroy the 'Ihunderlord Clan (s iolel), 
'Ihesc Ores have death knights, so send 
in fodder, such as a gnint, to make them 
waste their death coil power, and then 
chase them with dragon.s.'Ihis camp 
should be ea.sy, and aftcn\ ards \ou can 
mo\ c up north from the 'numderlord site 


to strike at Boncchcwer (green). 

'^Ihe very' last of the human missions is 
Scenario 12. 'Ihis scenario appears hope- 
lcs.sly lost from the outset, as your meager 
forces start the scenario by being mas.sa- 
ered by a huge Orcish horde. Quickly 
take the liirce peons next to your castle in 
the middle of the map and bring them 
down to your snuthea.st camp, khwe them 
build three additional tow'crs at \our 
camp’s defensis e wall for added protec- 
tion against the inesitable horde. 

At the same time, in the north, break 
yourself out of the mountain walls with 
your Dwanen demolition squad, then 
group all \ our units together 
and move them .south into 
Clan Warsong’s camp (red). 

1 lave Kliadgar rain icicles 
on the nearest tower you en- 
counter, hopefully catching 
scs cral Ores in the blizzanl as 
well. Keep Kurdran close, and 
have your units stand ground 
.so they don't nin off and get 
mas.sacrecl one Iw' one. With- 
out any ballistas or Dwarv’es, 
you'll have to order Kurdran 
to destroy the cannon towers. 

Allcria has better range than 
guard tow'crs, so ba\’c her 


destroy those. As soon as you clear away 
the towers and destrew the camp, send in 
hvo peasants to set up a camp here. Build 
lots of towers first though, preferably four 
or five, because dragons and the rem- 
nants of the horde will come to attack 
occasionally. Once ihis base has been 
firmly established, build an additional bar- 
rack and start churning out troops. 

’llic Shattered bland Clan guards the 
Dark Portal, w'hich lies to your .soutinve.st 
enclo.scd behind a line of u'alis. After 
you’ve taken out the Sballcred I land 
tow'crs will) Dwaives, and once you has'c 
an army of rangers and knighls, escort 
Kliadgar to the dark portal. Only Kliadgar 
can destroy the portal, so u.sc the other 
troojDs as guards against encroaching Ore 
units, and have peasants build several 
towers to shoot down dragons and 
incoming troops. 

With this final victors; you will at last 
secure freedom and iseacc for/V.croth, 
ending (he .sarage threat of the Ores 
once and for all., .or at least until 
W'/\uCii\r-Tl!l.% 


[ THE END GAME In Scenario 12, take this western pass 
into Warsong territory (the clan's northern border is 
better defended), to destroy the village and build a 
second base. 





WHAT’^YOUR 

favorite 

' NEW FEATURE? 



I have to confess: ^ 

My favorite is the automatic 
CD-Player. Whenever I pop in a 
music CD now, Windows’^ just 
plays it. I don’t have to fuss around 
with launching a program to do it. 
The CD Player does allow me to 
program the running order and 
skip tracks I don’t want to hear. 
And the system remembers 
it every time. 


Matt Lake 

Co-author, 

\Mndows95, 

MaldngItWofk 

ForYbu 


Matt Lake and %el Li-Ron believe that Windows 95 is a system to intimidate, 
not to be intimidated by. Their book, HAiilDiiis SSL- JMaUtigr A Mfor* For Hw includes 
a comprehensive approach to Windows 95, incoiporating a look at its technicai 
structure with iliustrations and a guided tour, plus a Windows Facer section with 
tectimiques and tips for making Windows 95 do stuff it doesn't want to dol 


Ziff-Davis Press books are available at fine bookstores, 
or call 1-800-688-0448, ext 372. 



Microsoft, Windows, and the Windows logo are registered trademarks of Microsoft Corporation. 


JOURNEY TO ANCIENT CIVILIZATIONS, 
DISCOVER AN ALIEN RACE AND SHATTER 
THE THEORIES OF MODERN SCIENCE. 




if Easter 
and the 


Embark on a cotnpell ing-i puzzle- 
solving adventure with stunning 
ful 1 -screen -1 photo-real ist icn ray 
traced graphics as you travel 
through time and space- 


attempt to reach your 
destination • • • . 


A Graphical Adventure 

Free demo disk 
WWW ■ im • gte . com 

imiib Entertainment 


Circle Reader Service i1 15 
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Zirr-Davis Ti'levislon 


IMBC 


^4 THIS REVOLUTION WILL BE TELEVISED 

... ■■■■■ ; - 


Tonight 

and every night. 


A full hour of 


prime time 
programming 
about the 
digital revolution. 
News about 
computing technology 
from the human 
point of view. 


ZD 

TV 


Every night at 

lOpm and lam Eastern time, 
7pm and 10pm Pacific time 
on MSNBC, the 24-haur cabie 
news channei. Aiso on the Web at 

www.thesite.com 




FREE PRODUCT INFORMATION 


IT’S AS EASY AS 1,2,3 


1 . Fill ifi yojr name and address and check off 
yojr answers to the seven research questions, 


2. Circle the numbers on the card that correspond to 
the ads or articles you’d like more intormalion about. 


3. The literature will be mailed lo you from 
Ihe advertiser free of charge. 


CIRCLE FOR FREE INFORMATION 
















Void after January 31 

1997 

f)f)1 

002 

003 

004 

005 

006 

007 

008 

009 

010 

Oil 

012 

013 

014 

015 

016 

017 

018 

019 

020 

021 

022 

023 

024 

025 

m 

02/ 

023 

023 

030 

031 

032 

033 

034 

036 

U3b 

03/ 

033 

039 

040 

U41 

042 

043 

044 

046 

046 

04/ 

043 

049 

060 

Ub1 

0b2 

0b3 

0b4 

Ubb 

Ubb 

06/ 

063 

069 

UbU 

Obi 

Ub2 

Ub3 

Ub4 

Obb 

Ubb 

Ob/ 

Ubb 

069 

U/U 

0/1 

0/2 

0/3 

0/4 

0/6 

U/6 

0// 

0/b 

0/9 

030 

031 

032 

033 

034 

036 

U3b 

03/ 

033 

039 

090 

091 

092 

093 

094 

096 

096 

09/ 

096 

099 

1(1(1 

1(J1 

102 

103 

104 

106 

106 

10/ 

103 

109 

110 

111 

112 

113 

114 

116 

11b 

11/ 

113 

119 

121) 

121 

122 

123 

124 

126 

12(p 

12/ 

123 

129 

130 

131 

132 

133 

134 

136 

13b 

13/ 

133 

139 

140 

141 

142 

143 

144 

146 

146 

14/ 

143 

149 

160 

1b1 

1b2 

1b3 

164 

166 

16b 

16/ 

163 

169 

IbU 

Ibl 

1b2 

lb3 

1b4 

Ibb 

Ibb 

1b/ 

166 

169 

1/0 

1/1 

1/2 

1/3 

1/4 

1/6 

1/6 

1// 

1/3 

1/9 

130 

131 

162 

163 

164 

166 

166 

13/ 

166 

139 

191) 

191 

192 

193 

194 

196 

196 

19/ 

193 

199 

200 

2U1 

21)2 

203 

204 

2(lh 

2(16 

20/ 

203 

209 

210 

211 

212 

213 

214 

216 

21b 

21/ 

213 

219 

220 

221 

222 

223 

224 

226 

22b 

22/ 

223 

229 

230 

231 

232 

233 

234 

236 

23b 

23/ 

233 

239 

240 

241 

242 

243 

244 

246 

24b 

24/ 

243 

249 

260 

2b1 

2b2 

2b3 

264 

266 

26b 

26/ 

263 

269 

260 

2b1 

2b2 

263 

264 

266 

266 

26/ 

266 

269 

2/0 

2/1 

2/2 

2/3 

2/4 

2/6 

2/b 

2// 

2/3 

2/9 

230 

231 

262 

263 

264 

266 

266 

26/ 

266 

269 

291) 

291 

292 

293 

294 

296 

29b 

29/ 

293 

299 

300 

3U1 

302 

3U3 

304 

3ilh 

3(16 

30/ 

306 

3(19 

310 

311 

312 

313 

314 

316 

31b 

31/ 

313 

319 

320 

321 

322 

323 

324 

326 

32b 

32/ 

323 

329 

330 

331 

332 

333 

334 

336 

336 

33/ 

336 

339 

340 

341 

342 

343 

344 

346 

34b 

34/ 

343 

349 

360 

3h1 

3b2 

3h3 

3h4 

366 

366 

36/ 

363 

369 

3bU 

3b1 

3b2 

3b3 

3b4 

366 

3bb 

3b/ 

363 

369 

3/0 

3/1 

3/2 

3/3 

3/4 

3/6 

37b 

377 

373 

379 

330 

331 

332 

333 

334 

336 

33b 

33/ 

333 

339 

390 

391 

392 

393 

394 

396 

39b 

39/ 

393 

399 

400 

I.Whal Is the highest level ol education that 

S.H 

)w Dllen do vou usually buy computer games? 

□ 000^3 vveek 


Name 










CGW 10/96-4 


adualed 




02, 
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03. nonce a month 

04, □ Once every two to three months 

05, nonce every lour to six months 

06. □ Once a year 


6. Where mest likely lo purchase games? 

01. n Independent computer store 04, n Computer store chain 

02. n Consumer electronic store 05, n Direct (rom vendor 

03. n Mass merchandising store 06. n Mail order 


02 .' 


03. Rt 


SSL, 


heuseholilllavorite type 

other 2 


4. Do you own (or plan to huy In next 6 manihs) 
3 CD-ROM? (Check one only] 
d.nOwn 

02. n Plan to huy (6 months) 


os! Cam" 

06. Sport 

07. Action/Arcade 

08. Educational 


4, □ Please send me a one-year (12-issu0) subscription to Computer Gaming World for S27.94 
(U.S. price); all other countries add S1G. 00 for additional postage. 


In a Hurry? Fax This Card To; 609*829*0692 
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y R&G GAMES B 


PO BOX 5008 Glcrvlala His, IL 60139 


We Buy a Sell New s Used IBM Games & Hinibooks 

Top Dollar paid for newer games. Cal first for quotes 
Check or 10% more forcredilusualy processed in just 1-2 

days.. Many more games in stock caD for prices: 


***Used Games*** 


Jewels Orseb CO 

$29 

30 Ultra PinbaBCD 

$30 

Mechwamor 2 CO 

$32 

11'' Hour CO 

$29 

MystCO 

$26 

AKed General CO 

$30 

Nascar Racing CO 

$26 

Anvil of Dawn CO 

$26 

Phantasmagona 

$32 

Apxhe CO 

$34 

Poice Quest 5 CO 

$30 

Ascendancy CO 

$26 

Shhers CO 

$30 

Beavts & Bulthead 

$28 

Space Quest 6 

$32 

Caesar 2 (X) 

$32 

SpacebucksCO 

$32 

Qvilzation 2 (X) 

$36 

Stonekeep CO 

$30 

Comnd&Conquer 

$36 

Terra Nova CO 

$33 

O^nqueror 1086 (X 

$29 

Tie Fighter 

$20 

Cyt)ena2C0 

$32 

Top Gun CO 

rji 

Dark Forces CO 

$26 

Torin Passage CO 

$30 

The Dig CO 

$33 

Warcra(t2CO 

$35 

Doom 2 CO 

$28 

Witch3v«en CO 

$32 

Dragon Lxire CO 

$20 

Wing Comdr 4 CO 

$41 

EF2000CO 

$33 

X-Wng Col CO 

$35 

Earltisiege CO 

$29 

Zork Nemesis CD 

$36 

Earlhsiege 2 CO 

$36 

*"*New Games**** 


FrtPgSpFtbl96 

$36 

ATFCO 

$39 

FulThroHbCO 

$29 

Afterife CO 

$40 

FX Fighter CO 

$20 

Civilzation CO 

$42 

Gabriel Knight 2 

$33 

Ocmand & Conquer 

$42 

The Hive CO 

$29 

Final Doom CO 

$43 

Indy Car Rac 2 CO 

$33 

Warcraft 2 CD 

$42 

For quotes or to order Cel S1 '-800*625-GAME 

Free UPS Shipping with purchase of $75 or mo 


\risa, MC, Discover, Am Exp, Cashier Check, Money Order accepted 

SaitvSpm Mon-Fri 

Shipping UPS $5. Oveirtghl S9 COD SK 


A9 gam*s null hive oiUnkt ba»>, dbks S mvuul) (NO COPES) in oood 

condaton. tWfUng, compIeU 6 vliu> free. Any unscceptable gemes Ml 
relumed at yeur e>;eiue SS 199 per bu Prices Subject to change 6 Aval 



Circle Reader Service # 1 77 


BRE Software \ 

FREE Shipping 

On orders over S50.00. Credit card orders 
call (800) 347-6760. Send Money Order . 
orders to the address below. I 

FAX (209) 432-2599 1 FAXBACK Irilo System (209) 432-2644 . 
E-Mail: BBESW@AOL.COM | ht1p://vww.cyl3ergate.eom/bre | 

Turn your old CD-ROMs into CASH!!! 



Dark Forces 
>>S 

Deem 2: Heloni 
Duke Njkemffi 
Ovington Master 2 
EantisiegsS 
EF20M 


Call for 

|r///es A/of|g;’ 

I. -a 


Call for FREE Catalog (800) 347-6760 


shipping, odd S9. Calir res. add 7.7SSta>. When selDir^ bad: PC CO-ROtas. aR aarres^inist nd^origirial boa art 
'Dept F Irom ^is ad on the OUT^DE d^r package. II we do not receive your pukage by 1031/96 or ycajr game btte 


Circle Reader Service #150 



50010 




// 


mmmsBmmmoms 

To Sell Us Games or Moke Inquiries Coll: 

1-800-514-2637 

12-5 Mon-Fri CST 

In Canada, rail 605-339-2060 

coll for authorization before shipping or A 
FAX list for current quotes to 605-334-8766 " 

(indude yam return addras & FAX no.) 


mmimsamemss 

Coll for current title ovoilibility 

1-800-377-8578 

10-9 Mon-Sat, 12-5 Sun CST 

Most items shipped same day. $5 Reg./S9 2nd Day Air 

VISA/MaslerCard/Discover/Money Orders/Cashiers Check 







IN THE WAR OF THE GAMING MACHINES, 
THERE WILL BE NEW ENEMIES 
THAT DO NOT KNOW HOW 
TO PLAY THE GAME... 


“I guess the thing that strikes people first about the 
MACH V is how bleedin’ fast It Is.” 

- PC Gamer 




“In terms of raw performance, the MACH V easily 
bested the other systems in our roundup, it 
surpassed the other systems In every benchmark.” 
- Computer Gaming World 


FALCON NORTHWEST 


'Best Hardware of the Year” [1995] 
Computer Game Review 


top-notch performance is key, but you'll 

y. appreciate the MACH V’s little extras.” 

- PC^ Games • Rating; A 

‘>The MACH!V may cost a bit more than other systems, 
but hard-core gamers will find it. worth the investment.” 
- PC Magazine - 4/4 stars 


system’s performance was nothing short of excellent, chewing 
through every benchmarking program thrown at it, scoring an overall 
average' of 20% better performance than a similarly equipped Gateway 2000 
- Next Generation 


COMPUTER SYSTEMS 



...AND FALCONS WILL FLY 
OVER THEIR BROKEN HULLS. 



OR GHTpur OF THE WAY 

m 


The MACH V - 200 MHz system for $3,495: 


CALL TOLL FREE: 

1-888-FALCON-1 

or 1-800-258- 6778 


http://www.falcon-nw.com 


The MACH V - 1 66 MHz system for $2,995: 

Intel Pentium® 166 MHz Processor 
256K of 8ns burst cache - expandable to 512K 
64 bit PCI 3D accelerator with 2 megs EDO RAM 
1 6 Megabytes of 60ns EDO RAM expandable to 1 28 
1 .68 gigabyte 1 0ms mode 4 Enhanced IDE hard drive 
8 speed CD-ROM drive - 130ms access time 
Creative Labs SoundBlaster 16^*^ 

Altec Lansing %ateliite/subwoofer speaker system 
CH Products Flightstick PRO™ & high-speed dual 
gameports - '' 

C7X 1 5" digital SVGA monitor, .28dp, flatscreen 
104 key Windows 95^“ ready keyboard with wrist rest 
Microsoft Mouse"^':* 

WINDOWS 95™ pre-instajled and configured 
One year parts & labqrwarranty including one year 
on-site service 



Intel Pentium® 200 MHz Processor 
Active refrigeration cooling system 
512K of 8ns burst cache 
64 bit PCI 3D accelerator with 2 megs EDO RAM 
1 6 Megabytes of 60ns EDO RAM expandable to 1 28 
2.1 gigabjrte 10ms mode 4 Enhanced IDE hard drive 
8 speed CD-ROM drive - 130ms access time 
Creative Labs SoundBlaster 1 6''^'^ 

Altec Lansing satellite/subwoofer speaker system 

CH Products Flightstick PRO™ & high-speed dual gameports 

C7X 15" digital SVGA monitor,- .‘28dp, flatscreen 

104 key Windows 95'^''" ready keyboard with wrist rest 

Microsoft Mouse^M . __ • .. . . 

WINDOWS 95™ pre-installed and conTTgured 

One year parts & labor warranty including one year on-site service 


Alt of our systems are custom built. Many options are ayailabte. 
For more Information, please call or visit our web site. 


Trademaij^arettiepropertyofth^rrespectiyeOwners. OplkxialequipQfiiatpictured. 


\ 


Cifete Readsr.'Service #92 



Experience 3dai 

demo: http://www.goldtree.com/ 



“CYLINDRIX IS A NO holds-barred battle to the death!” 

-PC Gamer 


OF DEATH. 37 WARRIORS. 10 ALIEN RACES. 
Ground breaking artificial intelligence. 



Purchase - 1 - 800 - 746-3772 - Get Demo 

Information : Goldtree@communique.net 

Min.Req; 486/66DX, MSDOS ver5+, CD-ROM, 100% Soundblaster Compatible. 8 Megs RAM, 


Circle Reader Service #75 



V'^plosivel Na«P' Combat! 


( 1775-1820 


1 / ^ \ 


■jJjijia l< • 


COMPLETE CAMPAIGN GAW|< s i 
1775 to 1820 Can you rise frbjiS^ajJ^v 
lowly Cadet to Admiral of the • ' 

Navy? Enlist in the navies of Britain;,.'^ 
Spain, France, or the United States! ^ ^ 


Complete Scenario Editor lets you create; < 
instant naval combat to your spgciticatlons 

Play HEAD TO HEAD via modem or 
against a crafty, seasoned computer 
opponent 


Seamless, intuitive interface, easy to play, 
hard to master! 


Questions? call us at 41 0-933-91 91 To order call 800-21 1 -6504 
or order direct from our Web site WWW.talonSoft.COni 


* J 

1 ^i1 M 


ry]|4 






The 

ultimate 

computing 

resource 

online 



http://www.zilnet.coin 


From the 

sources you trust: 


Be sure to 
sign up for 
Personal View 

ZD Net's FREE 
news service that 
you can easily 
configure to track 
only the companies 
and products that 
interest you most. 



Click into 
ZD Net's world- 
renowned 
Shareware 
Library 
and start 
downloading! 
Over 10,000 
programs — 
all tested, rated 
and reviewed by 
ZD Net editors. 


Join in! 

There's a lot 
going on — 

from wide-ranging 
discussions with 
industry leaders, 
to topical weekly 
chats with editors 
and ZD Net 
personalities — 
there's always some- 
thing new, exciting 
and insightful 
happening at 
www.zdnet.com, 

SeeVWi 

QnlK! 





OfFEHSlVE 


Warlords II Deluxe 


Last SunKRiEG 


by GTE 

The ultimate war simula- 
tion puls you in the front 
line with 3 D grophics, 
four angle bottle per- 
spectives & aggressive, 
powerful enemies. 


by Military Sim 
Almost exoct emulati'on 
of theF- 16 oircrofl cock- 
pit & weopons systems. 
Missions based on the 
USAF Desert Storm 
Debriehng book. 


fcy Stucfe Qp 
Upgroded version of 
Worlords tl with enhonce- 
menis such os network 
play, on improved see 
nario builder, 30 new 
scenarios, S much more. 


ty StategcSlcfes Gp 
The Bottle of the Bulge, 
Hitler's lost desperote 
chance (or victory in the 
West, is recreated in the 
battle sIm featuring new 
operationolA.I. imore. 


51538 


43425 


Srnc C«i 
Bri-J’.V1?1F« 


Ocean Voyager 

by Craphix Zone 
Brave feraious storms, 
dive to recover sunken 
toxins & face bizarre seo 
creotures as you return 
Arpo, the seal pup, to 
her native habitat. 


is 9' Highlights Puzzlemania 


Floppy Storytelling 


Machine 

by Merlin Interactive 
A charming little robbit 
& his delightful friends 
introduce your child to 
a world of imagination 
& humor. 

50610 ^28 


by Graphix Zone 
101 enlertoining puzzles 
that develop importoni 
sblls such os word recog- 
nition, spelling vocobu- 
I07 development &reod- 
ing comprehension. 


by Merlin Interactive 
Max, 0 genie oiien, needs 
your child's help in making 
importoni decisions about 
shorp ciijects, sSongers, 
personal hygiene, ektri- 
cal etjeds & more, 

50611 ^27 


49978 


NFLQimh!back(1u897 


by GT Interactive 
Toke one ol four vehi- 
cles, each suited for o 
different style ol game- 
ploy, through firestorms 
of enemy warfare. 


by CT Interactive 
The last ol thelegendory 
DOOM products feo- 
lures 2 new 32 -level 
episodes-The End of the 
Undead & The Acid 
Drenched Hallways. 

49652 ^48 


by Acclaim 
You ore 0 cockrooch 
Inside a dark & gritty 
apartment building 
filled with perilous foes 
& chollenging puzzles. 


by Acclaim 
100% true gridiron 
gritl Jom pocked with 
fakes, stiff-orms, hail 
morys & 0 busload ol 
authentic, in-your-face 

«40 

53081 “rW 


Decathlon 


by Interactive Adog/c 
Compete in ten diHer- 
enl events agoinst 
eight opponents for the 
prestigious title of 
‘Best Athlete in the 
World.' 


Frank Thowas Basesall 


by Acclaim 
Frank vvonled 28 3 D rev 
dered stodrims, 8 pitch 
selections, 6 modes ol 
ploy & 27 slot colegofies. 
He got it o 3 in jhe most 
reolistic bosebol sim ever. 


^raWBOROM 


Free Sofjware 

with every purchase!* 


Over 
6,000 
Titles 
in Stock 
Daily! 


Call us now for a FREE catalog! 

1*800*864*8334 

1*800*UNITED4 


TriplePlay Plus 

by Syracuse ionguage Systems 
Now, enjoy oil the great lectures of the otiginol 
Triple Ploy, plus oil new gomes that use 
Aulomolic Speech Recognition to leoch reoding. 
Aulomolic Speech Recognition greotly enhances 
your conversational skills by letting you talk to 
the computer os you ploy. For ages 9 to odull. 


Your pick 


Only ^54 


You Don't Know Jack Sports or Vol. 2 Your 

by Berkeley Systems Pick 

S^ Chollenge & entertoin sports bnolics 
vdlh over 800 questions of hilarious combine- r 53379 
tions of cbssic sports i pop culture references. JT , coavo 
lAAxne 2 ' The next edition ol the bestselling & ° 


critkolly adoimed CD ROM gome. Includes Q n | y 


_ ... oil new questions, ceiebti^ guest oppeor- 
!| onces, new question types &mu^ more. ^29 


* While supplies lost. All prices in U.S. dollars. Shipping 
(harges opply to free oilers. 

" Orders reteived os late os 9:30 u ICSTI lor 2nd doy oir. 
Coll lor other deodline limes. Spetlol oilers, item ovoilobilily 
ond prees moy vory ortording to lormol ond ore subject to 
dionge wilhour notice. Hot responsible for inodvertenl errors. 

Ail Mak>r Credtt Cards 
CODE W10 Acopth) 


ORDER AS LATE AS 10:00pm! SAME DAY SHIPPING** 

Hours: M-F 8am-10pm; Sal 8am-5pm; Sun 12 Noon-5pm. 


CompuServe: 76043,1605 
America On-Line: UNITEDCD 
BBS 1-2 17.352-9654 


Fax back 1-217-352-8123 
Fax orders 1-217-552-9749 
Int'l orders 1-217-352-8737 


AD8.D Core Rules 

byTSR, Inc 
The complete, interac- 
tive, mullimedio rules & 
reference & tool kit for 
AD&D players & 
Dungeon Masters. 


$48 


Circle Reader Service ^194 

http:// 


Call 1-800-864-8334 
for great prices on your 
favorite games 
reviewed in this 
month's issue of 
Computer 

Gamino World . 


com 







flooLT enTeeTflinmenT 

www.missioncd.cor 

New Machine Publishing : 

Nightwatch 3- Visit the hottest nightclub 



Dream Machine 2- The most advanced 
Adult CD ever. Features l’ Technology 


UP « 

A 6CD Set 


Meu fron RonAntics 




Ftom Pixis Infetacfive 
download -a- demo 
www.planetpixis.com 

DiVAX 


r e b e c c a 

Interact with an erotic Diva who 
heeds your every command. 


i^ivw.b uttman.com 


www.iqmag.com 

SPECIAL OFFER! 

FREE EROTIC DIGIZINE 

Experience digital erotica first hand. IQ Magazine 
presents it's new CD- 
ROM edition. This first 
ever adult multimedia 
magazine puts erotic 
exploration at your fin- 
gertips with every issue. 

TRY ONE 
FOR FREE!! 

Just call 800.999.7995 to 
get yours now. Shipping 
just S4.95! 

ORDER TODOV! CALL TOLL FREE 

800 - 999-1995 

OR EDI-T83-360D « FOR EGI-383-3BB0 

Send Orders To; MISSION CONTROL, 7 Oak Place, 
CGW1096, Montclair, NJ 07042 • Mastercard, Visa, 
Discover, Checks & Money Orders. Shipping; $7 
OVERNIGHT (most areas) Must be 21+ to order. 



Computer 


tRtt 








ADULTS ONLY 


^ 800 - 273-7910 


Check out our HOT online catalog! www.cdmag.com/adultsonly.html 


P0B0X14 DEPT 10774 HANCOCK, VT 05748 INT’L 802-767-3033 FAX 802-767-3382 SOURCE 10774 

OVEBKHT SHtPPING IN US $4 PER ORDER. I to Canada, PR, HI, AX, APO, FPO $4 per order. Worldnlde airmail $6 per item. Handling $2 per shipment. Hardware orders may tequhe additional shipping charges. Cannot guarantee Custams tieae 
aoce. Order at your own risk. Visa, MC and Oiscover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Detectives replaced wlUi same product. Most Hens shipped same day. Stepping times may vary. Pn ' ce^vaD 
ability may ch^. All sates final. Restrictions apply. Call for details. MUST BE AN ADULT TO ORDER. Each order will include a 6 month subscription to Computer Games Strategy Pits magatine, for which ^ of the ordercost will be allocated. 



TOKYO NYMPHS’ 
Totally hot Asian 
women are the 
stars in this super 
action packed sex 
test. All around 
you these sex 
starved, hungry 
and passionate 
women will fight for. tease and please their 
shared boyfriend. The ultimate voyeuristic 
feast. Watch them in awe as they give new 
meaning to the word ’’insatiable". CD $16 

■NET EROTIQUE’ 
The future of sex 
is here! Hitch a 
ride on the infor- 
mation super 
highway to 
Europe with one 
goal in mind. 
Video dialing for 
new Sexcapades with the most gorgeous 
women ever to travel over the hot wire. Log on 
and experience the lust and possibility this 
medium can provide. CD $24 

‘VIRTUAL SEX 
SHOOT’ 
Imagine being 
transported to 
a mysterious 
island and 
having nearly 
infinite possi- 
bilities as you 
create your own visual fantasy by con- 
trolling cameras that are capturing 
every intense moment of highly 
charged erotic sex. CD $44 






'ROMSOFT 6 PACIC Double Down, Doors of 
Passion 2. Sensuous Girts In 3D, Massive Melons. 
Touch Me, Feel Me and Private Screenings are 
what you'll get In this sexy 6 pack! 6 CD’S $39 

'HUMP TOWER’ 
Upon amval at this 
luxury hotel you vir- 
tually checic in. Take 
the elevator to your 
erotic floor to inves- 
tigate the naughty 
^ guests sex habits. 

F/T ^ • ‘A As you accumulate 
pdnts you can upgrade your room to the next floor: 
Get through all three floors and then enter the 
PenttKHBe to be a part of the best sex ever This game 
■ $39 

VAMPIRES KISS' 
Journey through 
the corridors of the 
vampire’s ancient 
virtual 30 castle. 
Astounding inter- 
active graphics 
allow you to search 
for the secret pas- 
sageway that leads to the vampire's private cham- 
ber. Your actions determine the outcome, but 
beware of things that go bump in Ure night, they 
just might suck more than your blood! CD $36 



INTERACTIVE 

MOTION 

STILLS 


Alleycats 

$39 

101 Orient Dells 2 $19 

3D Darling 

$19 

Buster Cherry 

$45 

Amateur Models 4 $28 

Adult Img Library $19 

Casting Couch 

$39 

Amarus Asia Girl2 $19 

Adult Palate 2 

$22 

Club Calerina 

$29 

Asia X 

$27 

Adult Pici Libr 4 

$19 

Crystal Fantasy 

$29 

Aslan Heat 

$24 

Aslan Hot Pix 

$19 

CyberPhotographr $34 

Bacchus Six Pack 

$45 

Asian Pearls 

$29 

CyberPeep Nurse 

$24 

Bast ol Vivid 

$24 

Busty Babes 4 

$39 

CyberPeep Ini 

$19 

Black Book 

$34 

Celebrity Nudes 

$25 

CyberSirip Poker 

$36 

Busting Out 

$19 

Domin-A-Trix 

$19 

CyberXperlence 

$40 

Casting Call 2 

$36 

Elite Collge Girls 1 

$24 

Designer Bodies 

$29 

Deep Thrt Gris 4Pk$S2 

Erotic Playground$22 

Dirty Debutantes 2 $39 

Demon School 

$22 

Girls Rising Sun 

$14 

Dirty Tricks 

$46 

Dirty Debutantes 

$24 

Girls Vivid 2 

$19 

Diva X Ariana 

$38 

Dirty Debutnt 6 Pk $44 

High Vol Nudes 

$26 

Diva X Rebecca 

$38 

Dirty Western 2 

$25 

Japanese Pearls 

$26 

Dream Machine 2 $49 

Doors of Passion 2$26 

Latin Lust 

$29 

Eros 2 

$24 

Exposure 

$24 

Legs Lace Lingerie$24 

Erotic Gms SampI 

$8 

Extreme Sex 

$24 

Oral Fixation 

$19 

Fantasy Alter Dark $35 

Fanlascenes 

$39 

Oriental Stars 

$32 

Fun House 

$39 

Fantasies 2 

$26 

Ropes & Chains 

$19 

Fuzz Buzzers 

$39 

Girls Doin’ Girls 2 

$26 

Secret Treas JapanSt 7 

Girllriend Teri 

$39 

Glamor Girls 2 

$19 

Select a Pet 

$29 

Girttriend Tracy 

$39 

Group Therapy 

$24 

Tabloid Beauties 

$26 

Heidi's House 

$36 

Hidden Agenda 

$26 

Thrills 

$9 

Hollywood Bdy Obi $44 

Hidden Obsession 

$25 

VGA Photo Disk 

$22 

Hot Slots 

$37 

House of Pain 

$24 

Village Collection $29 

Hump Towers 

$39 

Indiscretion 

$22 

Visions of Erotica 

$28 

Intrct Seymore Bt 2$49 

Justine 

$39 

GAY 


Inlet Seymore ButsS39 

Kama Sutra 

$24 


Interact Sex Thrpy $46 

La Blue Girl 3 

$22 



Inlernatl Strip Pokr $22 

Legend 4 

$16 

Bacchus Six Pack 

$45 

Intimate Journey 

$24 

Legends of Porn 2 $19 

Boyfriends 

S20 

intimate Possbits 

$39 

Love Biles 

$26 

Boys Next Door 

$20 

Island Girl Resort 

$39 

Model's Memoirs 

$19 

Boys of Paris 

$17 

Japan Interactive 

$44 

Mystique Orient 2 

$24 

Cruising Ground 

$20 

Latex 

$44 

Natural Instinct 

$16 

Dream Lovers 

$29 

Net Erotique 

$24 

Naughty But Nice 

$24 

Home Boys 2 

$24 

Nightwatch Int 3 

$46 

Naughty Nurse 

$19 

Manhunt 

$16 

NIghtwatch Inter 

$39 

New Lovers 

$24 

Manpower 

$24 

Passion Poker 

$29 

Nice But Naughty 

$16 

Men In Motion 

$32 

Penetration 

$19 

Nikki at Nile 

$19 

Men In Uniform 

$36 

Penthouse Interact $59 

Nova Collection 5 

$19 



Porn Mania 

$49 

Only the Very Best $26 

VHS ANIME 

Porno Poker 

$44 

Oriental Action 

$26 



Scissors N’ Stones $29 

Oriental Syndrome $22 

Adventure Kid l 

$24 

Sex Castle 

$29 

Oriental X-Press 

$22 

Adventure Kid 2 

$24 

Sex TV 

$39 

Parlor Games 

$25 

Angel of Darkness $24 

Sexy Sports Trivia $19 

Passion Flies 

$16 

Damn Beast 1-6ea$24 

Space Sirens 

$29 

Platinum Six Pack $42 

Dragon Knight 

$28 

Space Sirens 2 

$29 

Private Collection 

$48 

Dragn Pink 1-3 ea $24 

Spread-Em 

$34 

Private Moments 

$19 

Given Bride 

$24 

Spy Club 

$32 

Racquet Released $24 

End Of Summer 

$24 

Strip Black Jack 

$44 

Racquelle In Wild $24 

F3 1-3 ea 

$24 

Strip Poker Pro 

$24 

Rain Women 

$38 

First Loves 

$24 

Strip Poker Pro 2 

$36 

Red Hot Pink 

$19 

La Blue Gr1 1-6 ea$24 

Strip Tease 

$24 

Romsoft Six Pack $39 

La Blue GrI Gift Bx$98 

Texas Table Dance $24 

Romsoft Six Pk 2 

$39 

Magical Twilight 

$24 

Time Warp 

$45 

Samurai Pervert 

$49 

New Angel 1-4 ea 

$24 

VCA's Sex 

$29 

Secret Garden 2 

$19 

Rei Rei 

$27 

Vampire’s Kiss 

$36 

Seductions 

$24 

Urotskdji 4 1-3 ea 

$24 

Venus Playhouse 

$35 

Select a Pet 2 

$29 

Urolsukidoji 

$24 

Virtual Director 

$39 

Sex 2 

$24 

Urotsukldojl 2 

$24 

Virtual Golden Eye $44 

Sexy Six Pack 

$44 

Urotsukldojl 3 Gndl $85 

Virtual Sex 2 

$39 

Southern Beauts 2 $32 



Virtual Sex 

$39 

Sprslrs Japan Porn$39 

VHS ADULT 

Virtual Sex Shoot 

$44 

Superstars of Porn $24 



Virtual Valerie 2 

$36 

Tokyo Nymphs 

$16 

Bad Girls 

$15 

Virtual Vixens 

$24 

Twin Angels 

$26 

Casting Couch 

$15 

Virtually Yours 2 

$39 

Ullimate Tokyo 

$29 

Hanky Panky 

$15 

Wheel ol Fantasy 

$26 

Ultra Sex 1 

$19 

Innocence Lost 

$15 

Zoom 

$36 

Virgins Vol 3 

$39 

Young Lust 

$15 


Spend $60. Get a Phone Sex CD or 
Amateur Photo Gallery CD FREE. 


‘DREAM 
MACHINE 2' A 
conspiracy has 
subverted tech- 
nology, enforc- 
ing absolute 
restrictions on 
all sexual 
expression. You 
are mankind's 
only hope for 
sexual libera- 
tion. CD $49 

•CRYSTAL FAN- 
TASY’ Venture 
through the 
cave of lust and 
find the secret 
crystal. Interact 
with the sexiest 
young jewels of 
the MacOaddy 
harem. Take snapshots of the girls and 
play with them in your own private portfo- 
iio. Six highly interactive, three dimen- 
sional gorgeous babes! CD $29 

“ ■ ' ■ behind the head- 

lines of Tabloid 
Beauties? See 16 
bodacious beau- 
, ties bare their 

'iji hard bodies in 

. —I more ({,3^ 500 

hot, wet, interactive nude photos. Hear the 
girls reveal their most intimate secrets in 
over an hour and a half of lusty interactive 
phone conversations. CD $26 
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‘ROMSOFT 3 PAIC Triple your pleasure with the 
hot adult 3 pak from Romsoft. Captured Elegance, 
Penetration and She's So Sleazy combine to make 
this 3 pak HOT. HOT, HOT! 3 CD'S $25 

‘PEEPSH0W2:THE 
GIRUE GAME 
Explore our 
' .H ^ A SSBT cyberdeilo. where 
'S49 almost anything you 

dick on has a sexy 
little sunrise! Lotsd 
rooms, nooks and 
crannies filled with 
girls, girfs, girts everywhere! The Girlie Game is as 
much ftin as your cybw money can Wrth rich, lus- 
cious graphics, sbil the best digital video around and a 
unique sense of humor about it CO $49 


■SIFIP POKER PRO- 
ESSIONALVOL 2 
combines the action 
ofSCardDiaw Poker 
with some very differ- 
ent table stakes. Erflta. 
Claire. Sherry and 
Lana am 4 gorgeous 
(^iponents who are 
Mlir^&abletobetit 
all for the chance to 
beat the pants off 
you! CD $36 




HALL OF FAHE 
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elcome to the Cooperstown of Computer Games. Here, 
raised upon pedestals, you’ll find the games that broke 


the records, established the benchmarks, and held gamers in 
delighted trances for untold hours. 
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CHESSMASTER 

Mindscape/Software 
Toolworks, 1986 

-he only chess program in the CGW 
"Hall of Fame. Chessmaster is the 
Cadillac of castling. Every game in 
the series has improved upon the design, 
adding new features without sacrificing what has made the line so success- 
ful. Recent additions include advice given in digitized speech, SVGA graphics 
and improved sound support. For the chess enthusiast, the myriad of classic 
games, the easy-to-use interface and variety of chess problems provide enter- 
tainment tor players of all skill levels. The current version, Chessmaster 5000 
(see September 96 issue), otters over five dozen opponents, many based on 
great chess grandmasters throughout the ages. From the classic attacks of 
Boris Spassky and Garry Kasparov to the tough defense of Anatoly Karpov to 
the near-effortless mobility of 19th-century American champion Paul Morphy, 
all the portrayals are unique (each GM opponent even employs the appropri- 
ate historical opening repertoire), giving the gamer a steady stream of fresh 
opponents. 

When you toss in the multimedia chess lour, the archives of great tourna- 
ments and classic chess matchups, it's hard to find fault with the Chessmaster 
series-whelher you’re interested in exploiting backward pawns, launching 
queenside majority attacks, or just playing an enjoyable and challenging game 





DAY OF THE TENTACLE 

LucasArts, 1993 

W hen the zany team of Dave 

Grossman and Tim Schafer created 
the script for Day of the Tehtacle, 
they had one goal in mind— to 
create the interactive equivalent of a Chuck Jones 
cartoon. They succeeded so well in their mixture of crazy dialogue and off- 
beat sight gags that by the time they showed Day of the Tentacle to their 
idol (Jones is arguably the king of the classic Warner Brothers cartoon 
directors), he was impressed enough to try to hire artists Peter Chan and 
Larry Ahern out from under the project. Fortunately, the artists stayed 
aboard; the animation team created smooth-flowing sequences that some 
game designers had always said could nofbe done; Richard Saunders 
[MRP In Cincinnati'?, Les Nesman) led the voiceover actors in a series of 
clever performances; and the script from Grossman and Schafer kept 
gamers full of both challenge and laughter from start to finish. Day of the 
Tentacle was supposed to be a sequel to Maniac Mansion, Lucasfilm 
Games’ first game as publisher instead of developer. DOTT even used the 
same set of tools as Maniac Mansion, the SCUMM engine (for Story 
Creation Utility for Maniac Mansion), but today Day of the Tentacle is better 
known and better loved than the game that spawned LucasArts’ successful 
string of graphic adventure games. 


its status as the Game of Kings, 
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Alone in the Dark 

Master of Orion 

^Inductees Prior To 1989 

(l-Motion, 1992) 

(MicroProse, 1993) 


Betrayal At Krondor 

Railroad Tycoon 

Bahle Chess (Interplay Productions, 1988) 

(Dynamix, 1993) 

(MicroProse, 1990} 

Chessmaster (The Software Toolworks, 1986) 

Day of the Tentacle 

Red Baron 

Dungeon Master (FTL Software, 1987) 

(LucasArts, 1993) 

(Dynamix, 1990) 

Earl Weaver Baseball (Electronic Arts. 1986) 

Doom 

Sid Mei»’s CiviuzAnoN 

Empire (Interstel, 1978) 

(Id Software, 1993) 

(MicroProse. 1991) 

F-19 Stealth Fighter (MicroProse, 1988) 

Falcon 3.0 

Their Finest Hour 

Gehysburg: The Turning Point (SSI, 1986) 

(Spectrum HoloByte, 1991) 

(LucasArts, 1989) 

Kampfgruppe (Strategic Simulations, 1985) 

Front Page Sports Football Pro 

The Secret of Monkey Island 

Mech Brigade (Strategic Simulations, 1985) 

(Dynamix, 1993) 

(LucasArts, 1990) 

Might & Magic (New World Computing, 1986) 

Gunship 

Tie Fighter 

M.U.L.E. (Electronic Arts, 1983) 

(MicroProse, 1989) 

(Luc^rts, 1994) 

Pirates (MicroProse, 1987) 

Harpoon 

Ultima VI 

SimCity (Maxis, 1987) 

(Three-Sixty Pacific, 1989) 

(Origin Systems, 1990) 

Starflight (Electronic Arts. 1986) 

Xing’s Quest V 

Ultima Underworld 

The Bard’s Tale (Electronic Arts, 1985) 

(Sierra On-Line, 1990) 

(Origin Systems, 1992) 

Ultima III (Origin Systems, 1983) 

Lemmings 

Wing Commander I & 11 

Ultima IV (Origin Systems, 1985) 

(Psygnosis, 1991) 

(Origin Systems, 1990-91) 

War in Russia (Strategic Simulations, 1984) 

Links 386 Pro 

Wolfensteik 3-D 

Wasteland (Interplay Productions, 1986) 

(Access Software. 1992) 

(id Software, 1992) 

Wizardry (Sir-Tech Software, 1981) 

M'l Tank Putoon 

X:Com 

ZoRK (Infocom, 1981) 

(MicroProse, 1989) 

(MicroProse, 1994) 



A 


PATCHES 




C omputer game programs have grown so massive and the 
number of hardware configurations has become so huge 
that incompatibilities and glitches are frustratingly common. 


Software fixes, or “patches,” for buggy programs have became 
a necessary evil, and will be until we reach the golden age of 
standardized platforms and bug-free programs. 


The 11^*^ Hour 2.42 Beta 
Update: Beta update to the video 
player, To install, just place this new 
version ol v32.exe into your 11^^ 
Hour directory. This player is sup- 
posed to improve video perfor- 
mance on low-end machines and 
correct sound choppiness. Note 
that this patch is still in beta, so 
there is no “official" support until 
all the bugs have been worked out, 
but Virgin/Trilobyte has made It 
available for use. 

Aliens Vi.0.3; General patch 
update. To run it, read the detailed 
instructions in readme.lxt, but 
here's a quick rundown: Simply run 
the alien103,exe file, and then run 
the game from your hard drive, not 
from the disc. 

Descent II VI. 1: A general 
update file with many fixes. To 
install, unzip the d 2 ptch 1 l, 2 ip to get 
the d2ptch11.exe, and then run the 
.exe file, which will install the patch 
for you. 

EF2000 Midlife Upgrade 
V2.02: A patch that balances the 
campaign, with improved Al for 
both the enemy and your wingman. 
Run the palchef.exe file to use. 

IndyCar Racing 11 For 
Windows 95 VI. 01: A general 
update file that includes fixes for 
system crash while exiting and 
modem play bugs. Copy this file into 
your c;\sierra\icr2 directory, run the 
w95icr11.exe. file, and finally run the 
patch.exe command. 

Jagged Alliance VI. 13: Has 

various corrections, modifications, 
fixes, and extras. To install, unzip 
the ja_113.zip file into your Jagged 
Alliance directory, and then run 
ja.exe. 

NHL '96 patch: General patch 
file for NHL ’96. Delete and then 
reinstall the game to ensure a clean 


install. Then run the nhl96.exe file 
in the c:\nhl96 directory, and let it 
overwrite the suggested files. 

Riddle Of Master Lu V2.05: A 
general patch file with the following 
major revisions: skippy/jumpy 
mouse pointer has been fixed, 
easier access to the smoking 
hutch, and the ‘'player_enter 
.scene” error has been fixed. Copy 
the new riddle.exe to the appropri- 
ate directory (either c:\riddle or 
c:\games\riddle) and overwrite the 
old one. 

Steel Panthers VI. 2: A whole 
slew of fixes, modifications, and 
clarifications. Read the readmatxt 
file to see them all. Copy all the 
files in the .ZIP file to your Steel 
Panthers directory and let it over- 
write the old ones. 

Top Gun: Fire At Will VI. 1: A 

general patch file that fixes a few 
problems. Examples include vari- 
ous crash problems, easier missile 
dodging, harder gun kills, accurate 
fuel usage model, and a KEY file 
for the Suncom F-15E joystick. To 
install the patch, run the tgv11.exe 
tile in your Top Gun directory, and 
then type “install’’ to install the 
patches. Afterwards, type "clean" to 
get rid of the unnecessary patch 
files after installation. 

Tony La Russa '96 Patch Disk 
(Beta): This patch fixes a few 
bugs, but is still in beta, if you still 
want to use It, simply place the 
tony96.zip file into your c:\tony96 
director. Then unzip the file and let 
it overwrite the necessary files. 

Virtual Snooker VI. 1: Fixes a 
few bugs in modem play, and also 
modifies the Windows setup rou- 
tine. Just unzip the snkr_us.zip file 
in the directory where Virtual 
Snooker was installed, and let it 
overwrite the necessary files. 


Warcraft 2 VI. 2: Updates ver- 
sion 1.0 to 1.2. Includes 
war2kali.exe for netplay using Kali, 
and the shareware version of Kali, 
Also has IPX network code opti- 
mized for better performance; fixes 
the Exorcism spell problem; also 
fixes the error that occurs when 
255 or more PUD files are in the 
war2 directory. Just unzip the 
wc2J2.zip file and run the result- 
ing .exe file to install the patch. 

Worms Network Fix: A simple 
patch file that will fix network play. 
Just unzip the wormscdn.zip file, 
and then copy the resulting 
wrms.exe to your Worms directory. 
This update is for the CD version 
only, the floppy version’s update is 
a different file. 


1^ Publisher Web Sites 

Many of these patches are available directly from the publishers, at the 
following sites: 

Accolade: http://www.accolade.com 

Activision: hltp://www.activision.com 

Apogee/3d Realms: http://www.apogee1.com 

Bethesda: http://www.bethsoft.com 

Blizzard: http://www.bliz 2 ard.com/tech.htm 

Bullfrog: http://www.ea.com/bullfrog.html 

Domark: ht(p://www,domark.com 

EA: http://www.ea.com 

Id Software: http://www.idsoflware.com 

Interactive Magic: http://www.imagicgames,com/games.html 

Interplay: htlp://www,int8rptaycom 

Looking Glass: http://www.vie.com/lgt/utility.htm! 

LucasArts: http://www.lucasarts,com 

MicroProse: hltp://www.microprose.com/mpsflles.html 

Microsoft: http://www.microsoft.com 

Mindscape: http://www.mindscape.com 

New World Computing: http://www.nwcompullng.com 

Ocean: http://www.ef2000.com 

Origin: http://www,ea.com/origin.english/index.html 

Papyrus: http://www.sierra.com 

Philips: http://spider.media.philips.com/media/games 

Sierra On-Line: http://wvmsierra.com 

Spectrum HoloByte: http://www.trek.microprose.com/shfites.html 

SSI: http://www.ssionline.com 

Take 2: http://westol.eom/~takefwo/ripper.html#patches 

Virgin: http;//wvm.vie.com/html/viesupport.html 


> New Palcbei ape 
DU Ask. 


SENet 


These patches can usually be 
downloaded from the major on- 
line networks (CompuServe, 

GEnie, ZDNel) and Computer 
Gaming World's Web site (http:// 
www.zdnet.com/gaming), but 
can also be obtained from individ- 
ual software publishers' Web sites 
or direct from the publisher with 
proof of purchase. 




THE COMPUTER GAMING POLL • a monthly survey of cgw subscribers 


E ach month, 2,000 “lucky" CGW subscribers are selected at random to rate 100 computer games. The results of that poll are calculated into the aggre- 
gate results of previous months to yield a cumulative average for the best plays in gaming. We’ve converted to a new system, so rankings are likely to 
be more dynamic than in recent months, and some Top 10 categories don’t include a full 10 games. As more responses accrue, the rankings wiil sta- 
bilize and all the slots will fill in. In the meantime, we hope you find the new ratings race as fascinating as we do. 


TOP ACTION GAMES 


Duke Hukem 3-D 

Apogee/FormGen 

8.66 

2 

Crusader: No Remorse 

EA/Origin 

8.33 

3 

Dark Forces 

LucasArts 

7.90 

4 

Doom il 

id Software 

7.88 

5 

System Shock 

EA/Origin 

7.87 

6 

Descent 11 

Interplay 

7.80 

7 

The Need For Speed 

EA 

7.69 



Earthworm Jim: ... Can O’ Worms Playmates Interactive 
Virtual Pool Interplay 


7.65 

7.62 

7.38 


TOP ADVENTURE GAMES 


Gabriel Knight 2 
Zoric Nemesis 
Spycraft 
Missiotr Critical 
Full Throttle 
Phantasmagoria 
The Dig 

Under A Killing Moon 
Riddle Of Master Lu 


Sierra 
Activision 
Activision 
Legend 
UicasArts 
Sierra 
LucasArts 
Access 

Sanctuary Woods 
Take 2 


8.37 
8.02 
8.00 
7.71 
7.50 

7.37 
7.36 
7.33 
7.24 
7.21 


I — 

\ 

\ ^ 
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PUZZLE GAMES 



1 TOP SIMULATION/SPACE COMBAT GAMES 

W 


NT 

You Don’t Know Jack 

Berkeley Systems 

8.08 

LL- 

'JM 

Wing Commander IV 

EA/Origin 

8.72 



2 

Incredible Toons 

Sierra 

7.23 



2 

Mechwarrior 

Activision 

8.45 



3 

Incredible Machine 2 

Sierra 

7.16 



1 3 

AH-64 Longbow 

EA/Origin 

8.39 



4 

■Ritryst 

Virgin 

6.86 



! 4 

Wing Commander 3 

EA/Origin 

8.34 



5 

Monopoly 

VirginAWeslwood 

6.77 



^ 5 

Advanced Tactical Fighters 

EA 

8.14 



6 

Connections 

Discovery Channel 

6.71 



6 

EF2000 

Ocean 

8.13 



7 

Lemmings 3D 

Psygnosis 

6.18 



7 

Silent Hunter 

SSI/Mindscape 

8.03 



8 

Treasure Quest 

Sirius 

5.50 


.A. 

8 

U-Boat il: Drumbeat 

Deadly Games 

8.00 



9 

Gearheads 

Philips 

5.36 



9 

U.S. Marine Fighters 

EA 

7.94 



10 

Smart Games 

Smart Games 

4.00 



10 

Nascar Racing 

Papyrus 

7.79 



TOP SPORTS GAMES 


Hockey 9 
FPS Football Pro 96 
NBA Live ’95 
Tony LaRussa 3 ’96 
PGA Tour Golf 486 
NBA Live '96 
FPS Football 95 
Hardball 5 

Frank Thomas Big Hurl 
FPS Baseball 94 


EA Sports 

Sierra 

EA Sports 

Stormfront Studios 

EA Sports 

8.13 

7.74 

7.70 

7.69 

7.64 

EA Sports 

7.61 

Sierra 

7.46 

Accolade 

7.25 

Acclaim 

7.00 

Sierra 

6.82 



I TOP ROLE PLAYING GAMES 


Might & Magic: Clouds of Keen 

New World Computing 

7.62 


Anvil of Dawn 

New World Computing 

7.51 


Stonekeep 

Interplay 

7.18 

4 

Ravenloft: Stone Prophet 

SSI/MIndscape 

6.94 


Death Gate 

Legend 

6.77 

6 

Wolf 

Sanctuary Woods 

6.21 

7 

— 
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TOP STRATEGY GAMES 


-*1 

2 

WarCraft 11 

WarCraft 11 Expansion Set 

Blizzard 

Blizzard 

9.01 

8.97 


Civilization II 

MicroProse 

8.88 

4 

Command & Conquer 

VirginAVestwood 

8.59 


C & C: Covert Operations 

VirginAVestwood 

8.56 


Heroes of Might & Magic 

New World Computing 

8.15 

7 

Master of Magic 

MicroProse 

8.09 

8 

Fit Commander 2: Mission Builder 

Avalon Hill 

8.00 


WarCraft 

Blizzard 

7.82 

10 

Jagged Alliance 

Sir-Tech 

7.80 


a TOP WARGAMES 

rM 

Steel Panthers 

SSI/Mindscape 

8.64 

2 

Panzer General 

SSI/Mindscape 

8.38 

3 

Tanks 

SSI 

7.51 

4 

Close Combat 

Microsoft 

7.50 

5 

Battleground: Gettysburg 

Talonsoft 

7.47 

6 

Custer's Last Command 

Incredible Simulations 

7.38 

7 

Stalingrad 

Avalon Hill 

7.28 

8 

Perfect General II 

QOP 

7.08 

3 

Allied General 

SSI/Mindscape 

7.03 

10 

TacOps for Windows 

Arsenal 

6.77 


30 GAMES 


Reader Poll #144 



r 1 

WarCraft II 

Blizzard 

ST 

9.01 


2 

WarCraft II Expansion Set 

Blizzard 

ST , 

8.97 


3 

Civilization II 

MicroProse 

ST 

8.88 

* 

r i 

Wing Commander iV 

EA/Origin 

SI 

8.72 


5 

Duke Nukem 3-D 

Apogee/FormGen 

AC 

8.66 


6 

Steel Panthers 

SSI/Mindscape 

WG 

8,64 


7 

Command & Conquer 

Virgin/Westwood 

ST 

8.59 


8 

C & C: Covert Operations 

VirginAVestwood 

ST 

8.56 



Mechwarrior 2 

Activision 

SI 

8.45 


10 

AH-64 Longbow 

EAyOrigin 

SI 

8.39 


11 

Panzer General 

SSI/Mindscape 

WG 

8.38 


'12 

Gabriel Knight 2 

Sierra 

AD 

8.37 


13 

Wing Commander 3 

EA/Origin 

SI 

8.34 


14 

Crusader: No Remorse 

EA/Origin 

AC 

8.33 


15 

Heroes of Might & Magic 

New World Computing 

ST 

8,15 


16 

Advanced Tactical Fighters 

EA 

SI 

8.14 

★l7 

NHL Hockey 96 

EA Sports 

SP 

8,13 



EF2000 

Ocean 

SI 

8.13 


19 

Master of Magic 

MicroProse 

ST 

8.09 

:Ar2ii 

You Don't Know Jack 

Berkeley Systems 

CP 

8,08 


21 

Silent Hunter 

SSI/Mindscape 

SI 

8.03 


22 

Zork Nemesis 

Activision 

AD 

8,02 


23 

Fit Commander 2: Mission Builder 

Avalon Hill 

WG 

8.00 



Spycraft 

Activision 

AD 

8.00 



U-Boat 11: Drumbeat 

Deadly Games 

SI 

8.00 


26 

U.S. Marine Fighters 

EA 

SI 

7.94 


27 

Dark Forces 

LucasArts 

AC 

7.90 


28 

Doom it 

id Software 

AC 

7.88 


29 

System Shock 

EA/Origin 

AC 

7.87 


30 

WarCraft 

Blizzard 

ST 

7,82 


31 

Jagged Alliance 

Sir-Tech 

ST 

7,80 



Descent 11 

Inteiplay 

AC 

7.80 


33 

Nascar Racing 

Papyrus 

St 

7,79 


34 

FPS Football Pro 96 

Sierra 

SP 

7.74 


35 

Mission Critical 

Legend 

AO 

7.71 


36 

NBA Live '95 

EA Sports 

SP 

7.70 


37 

The Need For Speed 

EA 

AC 

7,69 



Tony LaRussa 3 '96 

Stormfront Studios 

SP 

7,69 


39 

CivNet 

MicroProse 

ST 

7.66 



Warlords II Deluxe 

SSG 

ST 

7,66 



X-Com: Terror From The Deep 

MicroProse 

ST 

7.66 


42 

Hexen 

id/Raven 

AC 

7.65 


43 

PGA Tour Golf 486 

EA Sports 

SP 

7.64 


44 

Wings of Glory 

EA/Origin 

SI 

7.63 


45 

Earthworm Jim; Can O' Worms Playmates Interactive 

AC 

7,62 

'k 


Might & Magic: Clouds of Keen New World Computing 

RP 

7.62 


47 

NBA Live '96 

EA Sports 

SP 

7.61 


48 

U.S. Navy Fighters 

EA 

SI 

7.57 


49 

Fantasy General 

SSI/Mindscape 

ST 

7.55 


50 

Anvil of Dawn 

New World Computing 

RP 

7,51 



Tanks 

SSI/Mindscape 

WG 

7.51 

52 

Close Combat 

Microsoft 

WG 

7.50 


Full Throttle 

LucasArts 

AO 

7.50 

54 

Battleground: Gettysburg 

Talonsoft 

W6 

7.47 

55 

FPS Football 95 

Sierra 

SP 

7.46 

56 

Warhammer 

Mindscape 

ST 

7.42 


SimCity CD-Rom 

Maxis 

ST 

7,42 

58 

Virtual Pool 

Interplay 

SP 

7.38 


Custer's Last Command 

Incredible Simulations 

WG 

7.38 

60 

Magic Carpet 2 

EA/Bullfrog 

AC 

7.37 

61 

Phantasmagoria 

Sierra 

AD 

7.37 

62 

The Dig 

LucasArts 

AD 

7.36 

63 

Under A Kilting Moon 

Access 

AD 

7.33 

64 

Hyper 3D Pinball 

Virgin 

AC 

7.32 

65 

Stalingrad 

Avalon Hill 

WG 

7,28 

66 

Terra Nova: Strike Force Centauri 

Looking Glass 

AC 

7,26 

67 

Hardball 5 

Accolade 

SP 

7.25 


1942 Pacific Air War Gold 

MicroProse 

SI 

7.25 

69 

Riddle of Master Ui 

Sanctuary Woods 

AD 

7,24 

70 

Conquest of the New World 

Interplay 

ST 

7.23 


Incredible Toons 

Sierra 

CP 

7.23 

72 

Heretic 

id/Raven 

AC 

7.22 

73 

Caesar II 

Sierra 

ST 

7.21 


Ripper 

Take 2 

AD 

7.21 

75 

Stonekeep 

Interplay 

RP 

7.18 

76 

Aces of the Deep 

Sierra 

SI 

7.16 


Incredible Machine 2 

Sierra 

CP 

7.16 

78 

Star Trek: TNG, Final Unity 

Spectrum HoloByte 

AD 

7.14 

79 

Destruction Derby 

Psygnosis 

AC 

7.09 

80 

Perfect General II 

QQP 

WG 

7.08 

81 

Flight Unlimited 

Looking Glass 

SI 

7.07 

82 

Allied General 

SSI/Mindscape 

WG 

7.03 

83 

Relentless 

EA 

AD 

7.01 

84 

F. Thomas Big Hurt Baseball 

Acclaim 

SP 

7.00 


Rayman 

Ubisoft 

AC 

7.00 

86 

Legends of Kyrandia 3 

Virgin/Westwood 

AD 

6,95 

87 

Flight Commander 2 

Avalon Hill 

WG 

6.94 


Ravenloft: Stone Prophet 

SSI/Mindscape 

RP 

6.94 

89 

Apache 

Interactive Magic 

SI 

6.91 


Descent 

Interplay 

AC 

6.91 

91 

Earthsiege 2 

Sierra 

SI 

6.88 

92 

Chronomaster 

intracorp 

AD 

6.86 


IVitryst 

Virgin 

CP 

6.86 

94 

FPS Baseball 94 

Sierra 

SP 

6.82 


SU-27 Flanker 

SSI/Mindscape 

SI 

6.82 


Magic Carpet 

EA/Bullfrog 

AC 

6.82 


Future Shock 

Bethesda 

AC 

6.82 

98 

The Dark Eye 

Inscape 

AD 

6.80 

99 

Monopoly 

Virgin/Westwood 

CP 

6.77 


Death Gale 

Legend 

AD 

6.77 


Games on unnumbered lines have scores equal to the line above. Top game of type, Red = Nev; Game, AD = Adventure, RP = Role Playing, SI = Simulation/ Space 
Combat, ST = Strategy, W6 = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle, Games are retired after two years and become eligible for the Hall of Fame. 




I t’s hard to believe that 
just a short couple of 
years have passed 
since I started griping 
about the lack of multi- 
player games. There 
are enough con- 
nectable titles now that 
I can start getting picky about them. 

In the beginning, it was enough just 
to be able to battle other human 
beings in strategic or action venues, 
a much-needed alternative to the 
shoddy state of computer opponents. 
Unfortunately, 1 think too many design- 
ers have become fixated on the 
"Deathmatch" aspect of some action 
games. These are almost alw^ fun, 
but many games are not detailed 
enough to keep this activity interesting 
for any length of time-lhough legions 
of psychotic Nukem and Qlwke warriors 
tend to prove me wrong by knocking 
each other around night after night on 
the Internet. Rise of the Triad did an 
excellent job of providing special levels 
for grudge matches, but no matter 
how ornate they were, without any tar- 
gets other than a handful of human 
players, they got boring. Just calculat- 
ing the body count ceases to satisfy 
after a while. Even hard-core gamers 
often desire purpose, objectives and 
accomplishment within their virtual 
worlds. Strategy game designers 
seem to have caught on to this idea, 
and Command & Conquer, WarCraft II 
and CivNet all allow you to mix human 
and computer opponents, with varying 


in which human opponents are part of 
the initial design concept. Their War- 
Craft2 is a real treat to play, and a 
worthy technological successor to the 
original WarCrar (a game limited 
only by the fact it was restricted to 
head-to-head play). It may well be that 
Diablo will open up multiplayer fantasy 
gaming to an even greater degree. 

Right now. the industry seems to be 
on the cusp, and is evolving into a 
more dynamic, popular form of social 
entertainment, with many developers 
taking advantage of Windovis 95’s 
built-in networking and the Internet 
itself. Unfortunately, there is also a 
drive to get the most gimmick for the 
buck, and multiplayer capacity is still 
lumped in with features like SVGA-ren- 
dered backdrops and exploding body 
parts and tacked on at the end of prod- 
uct development~if there’s still time in 
the fiscal quarter. If computer gaming 
is to become a truly social activity, 
gamers (and reviewers, for that mat- 
ter), need to demand more challeng- 
ing variety in play, as well as rich, 
dynamic universes where our virtual 
entities can make a real difference. It’s 
no longer enough to accept the same 
old games tarted up with some last- 
minute bells and whistles. % 


degrees of success. 

The real issue is whether designers 
make networking an organic part of 
their games-or whether Ih^ try to 
tack it on at the end as a gimmick, or 
more innocently, leave it until the end 
of the programming period, in case 
they are behind schedule and need to 
drop an “option." While 1 was happy 
enough to accept these last two sce- 
narios during the birthing years of net 
gaming, I think the time has come to 
be a little more discerning. I would 
really like to see the end of that little 
note on boxes saying that the net or 
modem capability advertised isn’t 
quite ready, and if you’ll jus! send in 
your registration card, they'll have it for 
you in a month or so. Zephyr and 
Warhammer; Shadow of the Horned 
Rat might both have been received 
better by the market if multiplayer 
capabilities had been integral to their 
designs. 

The two companies that seem to 
understand gamers’ desire for more 
variety in multiplayer play are Bullfrog 
and Blizzard, both of which seem to 
have a solid commitment to creating 
games with the social aspect incorpo- 
rated from the ground up. On the 
action/combat front, if Bullfrog is suc- 
cessful in bringing together two very 
ambitious designs, they will at the very 
least put themselves firmly in the fore- 
front of the industry— and possibly 
score an upset against those id kids. 
DungeonKeeper could revolutionize the 
whole multiuser dungeon scene, in 


much the same way that the first 
graphic adventures made text-based 
games obsolete nearly overnight. 
But to be honest, the Froggie title 
I am most looking forward to is The 
iNDESTRucriBLES, a networkable, first- 
person view superhero game, 
which promises to be the ultimate 


in Champions-es(]ue software titles. I 
can’t think of a game with longer legs 
than one that will let you design your 
own superhero and wander about a 
dynamic urban environment, knocking 
bad guys through walls or whacking 
friends around with broken-off tele- 
phone poles. Just think of all the Hulk 
vs. Superman arguments to be solved! 

On the more cerebral side. Blizzard 
seems committed to strategy games 


The best 
multiplay games 
are those where 
network play is 
integral to their 
design, yy 


MARTIN CIRULIS 


Whaf s The,^ 
Deal With... 
Net Games? 
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Experienci! Maximum 
Deatttmatch vyith modem 
LAN play. Unload.-a guided 
missile or detonator dlfd ' . 
switch your view to conbvl ^ 


Pi^ys^ne of th^pdfstini^- . l-r* 
charactej^^each wifli Aeir own baWe. 
style, speclafv^apdiis, iiniquilabilifies; 
and.s^rial i iCTeis only they can 3. 


SUS'bntfoiyour we^ns, watch your bai 
'-scope put- the«thei^plByere>with Eradii 


traversi. 
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PIdy the Eradicator dema, 

http://www.fteBelade.coni 
AVAILABLE NOW! 
tr look for it at your fauorite gaming retailer. 

It' '-'*' Mints 8 Tips Cali AcBolada Direct 

"'■^' SSP 1-900-4S4-HINT 


Ecadlcal^Speoihde one 


I rtghia reaerved. All other trademarks are of their 
H|tejya qlBnera. Actual screen shots may vary. 

for more informatiorn 
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Weapons 

Spider Bomb 

Fast, maneuverable, 
and deodly; ihis insect- 
iike weapon can give 
you ihe edge 

Ciuster Bomb 

Wipe out whole groups 
with this bouncing, 
bounding launch 
weapon 


Features 

Use 1st- or 3rd-person 
perspective 

Play as one of three 
different characters 


Unique multiple 
"picture-in-picture" 
views 

Up to 8 players in 
network ploy 

Twice os many 
weapons os other 
shooters 


U’l Buddy 

An "over-your-shoulder 
friend-for-life" who 
serves, protects, and 


BONUS: 

Includes full 
level editor 


Weapon Enhancement Chips 

Modify every weapon's 
performance with these 
unique power-ups 


lus over 1 i 

weapons 
pick up 


feei ttie force of reality as ijair 
jump through a deadly 3D world 
where-the laws of phgsi»;tt - 
rteaffi/ applyl. - ^ 


MoA damage, mere mass desthiotion Hian ever heforel 
lock and load with more than IS new and unusual 
weaponsT Including remdte-conlitilled Spider-hombs, ' 
- mines, defensive barriersi and more! 






